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Can you bear it? First look 
at Rare's mega-sequel! 


The funky road warriors return - full review nfside! 


THE UK'S FASTEST-GROWING 
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More Seventies-style 
automotive action with 
those groovy chicks 
and funky dudes! 
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What a way to kick off a new century, 
the threat of a nuclear holocaust! 
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They vant to drink your 
blocKi (again)! 


See the games of 
toitiorrow today! 
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surroundings of Dracula’s castle, which 
players of the first game will be all too 
familiar with. The same collapsing 
walkways, the same 
guillotine blades and 
spinning spike traps 
- even some the 
same 
does 
the 

of how 

them 
the first 
game 

them eight years T 

but 

we suppose they 
are the 
so 

them 

really 


f n the past we’ve referred to it as 
Castlevania 2 , but although the 
official title has now been revealed 
as Castlevania: Legacy Of Darkness, the 
more smart-arsed could easily be 
forgiven for calling it Castlevania vi.i. 

Set eight years before the first game. 
Legacy Of Darkness unfolds in many of 
the same places as the first game. 

The main hero this time round is 
Cornell, a villager afflicted with 
lycanthropy, meaning he can turn 
himself into a wolfman whenever he 
needs a shot of beast-like strength. 
Cornell’s village, situated near the 
foreboding castle of Count Dracula, has 
been razed to the ground and his sister 
I Ada has been kidnapped - his mission 
J is to find her. 

Although some of the levels are 
1^^ new to Legacy Of Darkness, in 
particular the open sequence 
set on a rotting galleon, much 
of the game takes place 
iCi in the 


The intro to Legacy Of Darkness brings 
to mind both The Blair Witch Project 
and the Evil Dead movies. A young 
woman is running desperately 
through the woods at night, with 
something nasty chasing after her from 
the point-of-view of a ShakyCam^*^. 
Unable to escape, she turns, just as the 
unseen pursuer leaps at her throat and 
everything goes blood-red... 


A sinister boatman ferries Cornell to his first 
destination - a seemingly abandoned ship 
moored near Dracula’s castle, it turns out to be 
crawling with ghosts and poison-spitting 
monsters, however, and even when Cornell has 
vanquished them all it’s not over. Some 
ominous creaking noises herald the arrival of a 
giant enemy... who smashes a fist through the 
side of the hull, sending Cornell flying and 
flooding the ship! Time isn’t on his side, and 
even when he escapes the sinking boat, the 
owner of the hand is waiting for him... 
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OHnnellbai wfg wotf. This might be 
considered a pfoblein, but oiH’Coniy 
doesnt have to worry about full moons 
and the tike. As long as he has enough 
red gems, he can trensfbrm into his 
tufdne state Just by holding down L In 
this form, not only does he have 
cflfferetit-ami more pow er f u l-attacks, 
but he^ also immune to vampire bites! 


A Wotf-form Gnnell rans into a 

fwnitiar face from the ftcst game- ^ 
the vampire in the mansion. - 

him to safety before the W 5 

chainsaw-wielding j 

Frankenstein’s monster 
catches up with him, and both 
Reinhardt and Carrie show up again for 
repeat performances. 

The question to be 

answered is, is it worth « 

buying Legacy Of Darkness ^ 

if you’ve already played - 

the first Castlevanial 

Well, that’s something ^ 

the 64 Magazine < 

children of the night L v ' 

will be discussing in 

depth next issue. Until |j 

then, sleep tight, and 1 


A Let^ hava a big hand for Goigo, 
a¥e r ybo d y! ThissUme-spitting 
kraken blocks the way to the castta. 

One major change 
between the original 
Castlevania and Legacy Of 
Darkness is the addition of 
a hi-res mode for 
Expansion Pak owners. Like 
Hybrid Heaven, this 
provides players with 
crisper, more detailed 
visuals, at the cost of a 
smooth frame rate. You’ll 
have to wait until the review 
[ ^P^B next issue to find out whether 
^r^B this affects the game’s 
H ■ playability, though! 

^ " Unlike the two playable 

characters featured in the first 
•game. Legacy Of Darkness has four, 
although Cornell is very definitely the 
central protagonist. He encounters 
Henry, the son of the unlucky original 
residents of the mansion' inside the 
notorious hedge maze and has to get 
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CARTMAN 


NINTENDO*^ 


Dreamcast 


HEUU-COOL RACING ACTIONr™ 

FACE OFF AGAtNST CARTMAM, GRANDPA, SCUZZUBUTT, STARVIN' MARVIN AND 
THE REST OF SOUTH PARK IN THE WILDEST, RAUNCHIEST ROAD RACE EVER. 
WERE TALKIN' DOZENS OF INSANE VEHICLES AND SWEET CUSTOM SOUMD-BItES! 


www.acclaim.com 


Make the competition respect your 
authori-tah with dozens of outrageous vehicles! 


It’s super racing fun! 
Thanks for asking! 


Honk if you’re packin’ projectile vomit, 
explosive diarrhea, and more sweet pick ups! 


Break like the wind with 
Terrance and Phillip! 


PlayStation 


www.comedycentral.com 


1999 Comedy Central. All Rights Reserved. ® & © 1999 Acclaim Entertainment, Inc. All Rights Reserved. and “PlayStation” are registered trademarks of Sony Computer Entertainment Inc, 
SEGA and Dreamcast are either registered trademarks or trademarks of Sega Enterprises, Ltd. Nintendo®, Nintendo 64 and are trademarks of Nintendo Co.,Ltd. 
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industrial, underwater and prehistoric 
worlds seem to be on the cards, and 
that’s not even the half of it! With 
Gruntilda gone there’s no word yet on 
who Banjo and Kazooie’s nemesis will 
be this time around, but considering the 
sheer size of some of the bosses we’ve 
seen, it’ll be somebody fairly hard. 
Vinnie jones, perhaps? 

Both Banjo and Kazooie have new 
moves to learn - check out the 
screenshots for the sight of Kazooie, in 
her snazzy new sucker shoes, running 
vertically up a wall - and for their 
second adventure, the pair can separate 
in order to progress through the levels. 
Yes, Kazooie is finally free of Banjo’s 
stinky backpack! Even the backpack 
itself has acquired some new powers, as 
you can see from the shot of Banjo 
using it as a boat! 

Rare says that as well as the host of 
new characters lined up for the sequel, 
some familiar faces will be returning. 

The only one we know about for sure is 


ATake that, you dotty rati Mumbo Jumbo uses 
his magical powors to stitch It to an oversized 


A Problam with ptarodactyts? Not If youVe got 
Mumbo Jumbo on your side - Just get him to 


which have a lot of detail crammed into 
them, Banjo-Tooie seems to be a hi-res 
game, so it’s entirely possible that (like 
Donkey Kong 64) it’ll be one of those 
games that needs the Expansion Pak in 
order to run. 

Among the extra features Rare is 
trumpeting are interactive lighting, an 
improved camera and modes that 
support widescreen TVs and surround 
sound systems. There will also be a 
set of multiplayer games. Let’s just 
hope they’re better than the ones in 
Donkey Kong and Jet Force Gemini,.. 
Bonjo-Tooie features eight worlds, 
all of which are much larger than 
anything found in the first game, 
judging by the shots we’ve seen, Aztec, 


e silence has been broken! After 
an awfully long period of saying 
absolutely nothing. Rare has 
finally cracked and revealed all - 
well, some anyway- about Banjo- 
Tooie, the sequel to last year’s 
‘hairy-beary birdy-sweary’ 
platfest, as Rare would have it. 
From the look of these shots. 
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► BANJO-TOOIE 


L You drive me up tho wall 
sometimesl Both Banjo 
and Kazoole have new 
moves, like this useful 
vertical run ability. 


gibberish-spouting shaman Mumbo 
jumbo, who will be making a return 
appearance to transform the bird-bear 
team into all kinds of useful alternate 
forms (not least a submarine!), and this 
time he’s not just limited to his huts - 
you’ll actually be able to choose him as 
a playable character during the course 
of the game! 

If you’ve still got the first game, you’ll 
also finally be able to discover the 
hidden secrets, like the ice key and 


A Hiving changed into a Banjo submarine 
(checkout the shorts), the dynamic duo come 
fKe to face with a giant octopusl 

Gobi’s door. There still hasn’t been any 
word on exactly how this will work, but 
the most likely answer is that Banjo- 
Tooie will reveal a code that can be 
entered in Bonjo-Kazooie to unlock 
them. Then again, maybe Rare will have 
an altogether more surprising solution... 

So, when will you be able to get your 
eager mitts on Banjo-Tooie? That’s a 
good question - Rare is rather vague on 
the matter, saying only ‘mid-2000’. More 
accurately, they say ‘mid-ish 2000’, so 
slippage is possible. Whenever it 
arrives, though, you can be sure that 64 
Magazine will be the first to tell all! ■ 


A Banjos backpack does more In Banfo-Tooh 
than just hold Kazooia Insida - it can also ba 
usad as an amaigancy flotation davka. 




A Is that KazooM own agg sha'b trying to 
incubata? And if It is, who^ tha frthar? 
Enquiring minds want to know! 


T Now that\ a big charectari 
Banjo-Tooh is a much 
biggar game than its 


A Banjo still rellas on Kazooia to help him gat 


predacassor, and in more around quickly-how can sha carry tha great 


ways than ona! 


fat lump so aasily? 
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BLUES BROTHERS 
2000 


Titus 
Spring 2000 


lease: 


Bfcies Iftrotikers 69 

They're puttin' the band back together! 


on creating more of a general wacky 
Blues Brothers experience, complete 
with a full-on R&B soundtrack. 

You play Elwood Blues, who’s just 
been released from the slammer and 
decides that in order to get his life 
back on track, he needs to get his old 
band back together and win the Battle 
of the Bands. It’s not going to be easy, 
though - in Chicago, everybody’s a 
music critic (even the undead!) and 
there’s a virtual army of enemies trying 
to stop Elwood’s comeback! More to 
the point, he needs money - bands 
don’t work for free, and the Mob has a 
vested interest in seeing that Elwood 


S- PiU- s crriund i 

to hi: ‘ i*ir,d cl- 

don't btrd for th^ 


doesn’t win the contest, even going so 
far as to kidnap all his old band 
members. You might need some big 
bucks to keep the mafia leg-breakers 
away from your kneecaps! 

While all the shots here make B/ues 
Brothers 64 look like a Banjo-s{y\e 3-D 
platformer, the game’s five worlds - 
which include a prison. Downtown 
Chicago, a graveyard and a swamp - 
also promise other types of gameplay, 
with both side-on platform sections 
and obstacle courses making an 
appearance. There will be plenty of 
puzzles for Elwood to solve (hopefully 
not that difficult, since Mr Blues isn’t 
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F he fact that one of them was 
dead didn’t stop the Blues 
Brothers - they just made up 
some more long-lost siblings and 
carried on regardless! Unfortunately, 
they carried on regardless 
into the horrible movie 
Blues Brothers 2000, 
so it’s probably a 
wise move on the 
part of Titus that 
it has 
distanced 
itself from 
the film and 
just 

concentrated 










































A WMl. this te what happens wtten tlM 
forenimant secfattytaftstxparhnenta} 
paat k Wai In urban tfcas.. 


A On tha stiaats of Chicago, Elwood has to 
watch out for Intar^nca from the froUars*. 
Hop# thay dont hava SCMODSI 


known for his Einstein-like 
brainpower), and some of them are 
musical in nature, as befitting the 
black-suited bluesman. Learning new 
songs is actually an integral part of the 
game - after all, Elwood can’t expect to 
impress the judges if he doesn’t learn 
some new material. 

There will also be a four-player 
‘adventure battle’ mode in the game, as 
well as something completely new to 
the N64 - a multiplayer dance contest! 
Titus is keeping quiet about exactly how 
it plays, although some Bust-A-Groove 
funky movemaking might well be in 
order. We should be able to let you in on 
the secrets of Blues Brothers 64 soon - 
make sure you have a full tank of gas 
and half a pack of cigarettes ready for 
our review! ■ 
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[► TC HYPERBIKE 


TUHyperbike 


T Uke any bike racing game 
worth its salt. TG 
Hyperbike offers players 
the chance to race in a 


nother victim of the BBC 
deciding that the words ‘gear’ 
^^Bland ‘top’, not necessarily in that 
order, belong to Auntie alone (see page 
42), Kemco’s Top Gear Hyperbike has 
been forced to change its name to TG 
Hyperbike. That’s not the only thing 
that’s changed, though. When we first 
saw the game at the Los Angeles E3 
show last year, it looked like yet another 
one of the many dirtbike games due for 
the N64. The game has advanced since 
then, though, and mudplugging isn’t the 
only sort of bike action on offer! 

TG Hyperbike lets you ride sleek 


muckrakers. Kemco looks to have 
secured some official licences from the 
likes of Kawasaki and Yamaha (though 
we’ve spotted a ‘Cudati’ on one of the 
selection screens - hmm) and having a 
wider variety of bikes should help fend 
off the dullness that quickly overcame 
Supercross 2000. There are even some 
secret bikes, like a comedy scooter! 

We’ve seen five different racetracks 
already - the Egyptian desert, the 
streets of Florence, a Swiss mountain 


village, the jungles of the Congo and a 
redwood forest - and it’s possible 
there will be more. There are definitely 
additional courses for stunts and 
freestyle riding, though, so if showing 
off in mid-air is your thing there’ll be 
plenty to keep you occupied. 

TG Hyperbike is due for release 
sometime around Easter-we should 
be able to let you know a more precise 
date as soon as the people at Kemco 
actually decide themselves! ■ 


□ TC HYPERBIKE 


Publisher: 
UK Release: 


Kemco 
Easter 2000 


AiypicaL You travel to the furthest reaches of 
the Egyptian desert and some Japanese 
company^ littered the place upl 
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Seat Grab! 

1000! 



AFbr the posers emong you, TG Hyperbike has 
freestyle tracks where the aim is to score 
points by performing dazzling stunts. 
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iDITORIAL 

N intendo had a very good 
Christmas, despite the 
predictions of the ‘N64 is dead’ 
contingent. Donkey Kong 64, even at 
its high price, flew off the shelves and 
sold over 35,000 copies in just four 
days, ending up with an impressive 
75,000 sales after two weeks. Super 
Smash Brothers and Jet Force Gemini 
also did well, selling around 47,000 
copies each by the end of the 
Christmas period. 

Better still, in the week after 
Christmas the N64 itself outsold the 
Dreamcast for the first time since the 
launch of the Sega console, proving 
once and for all that games, not 
graphics, sell hardware. The N64 now 
has a UK user base of over 1.6 million. 
It’s just a pity not everyone with an 
N64 buys 64 Magazine! 

This all goes to show that the N64 
still has plenty of life in it. Big titles 
like Resident Evil 2, Perfect Dark and 
even the Pokemon titles will ensure 
healthy sales for the first half of 
2000. Suits us just fine. 

Another piece of good news for the 
Big N came in the States, where 
Nintendo won a long-running legal 
battle against software pirates. 
Nintendo sued Bung, the Hong Kong 
company that makes cartridge 
copiers like the Doctor V64, and won. 
As a result. Bung was forced to pay 
Nintendo millions of dollars in 
damages and costs, and has also 
been banned from making or selling 
any hardware that could be used to 
infringe Nintendo’s copyrights. All in 
all, the 21st Century’s started off 
pretty well for Nintendo. 

Andy McDermott, Editor 

f|^U66ET$ 

Joanna’s A Bit Fat - Good news; 
Perfect Dark is finished! Bad news; it 
currently only works with an 
Expansion Pak installed. Since 
Nintendo didn’t want to have to 
bundle a Pak with the game. Perfect 
Dark is being compressed to run on a 
standard N64. The April launch 
shouldn’t be affected, luckily! 

Power Whatsis? - THQ remains a 
major supporter of the N64, with 
several titles planned for 2000, at 
least for the US. There’s a new Rugrats 
game, Aidyn Chronicles: The First 
Mage is an RPG, WWFSmackdown is - 
surprise! - a wrestling game, and 
Power Rangers Lightspeed Rescue 
features those (now unfashionable, 
surely?) lycra-suited superheroes. 


bought Donkey Kong 64? Completed it with the help of our 
book last issue? Eagerly awaiting the next Nintendo game? 

Hoo boy. Are you in for a long wait! 

Nintendo’s N64 release schedule for the whole of 2000 contains a 
massive, er, 12 games. You might think that works out at one game 
per month. You’d be wrong. The first game to appear on shelves in 
the UK will be Ridge Racer 64 in March, followed by Perfect Dark 
(yes!) and Pokemon Stadium in April, Starcraft in May, Mario Party 2 
in june and Pokemon Snap in September. The other six games don’t 
even have confirmed release dates yet. 

As for those other six games, they are Excite Bike, Conker's Tales 
64 (according to Nintendo’s release schedule - has the game’s name 
changed again?), Banjo-Tooie, Zelda: The Continuing Sago (referred 
to on the schedule as Zelda Gaiden), Mickey Racing USA (which may 
just be called Mickey Racing over here) and, intriguingly, ‘Rare’s 
Secret Project’. We’d very much like this to be a hardcore sci-fi action 
title with lots of death and destruction and the world’s best 
multiplayer game. We worry it’ll be a cartoony platformer. Doh! 

Fortunately, you only have to check out Gamewatch over the page 
to see that there will be plenty of other N64 games appearing in 
2000 from other companies. There’s life in the black box yet! 


■I 


Buzz 'mex' a 
big mistake 


T oy Story 2 - the game, not the 
film - has come under attack in 
the States for ‘racial insensitivity’. 
One of the bosses in the game is a 
cartoon-style Mexican revolutionary, 
complete with peasant outfit and bullet 
belts. Over-reacting in fine PC style, 
American pressure groups have 
demanded the removal of the ‘offensive’ 
character, and game producer Activision 
has already taken the game off the 
shelves for reprogramming. 

It’s uncertain whether this will affect 
the UK launch of the game, Britain not, 
after all, being known for its large 
Mexican population. 


MILLENNIIIM 


issn't 


B ad news for football fanatics eagerly awaiting the update of the world’s best 
footie game. Konami’s ISS Millennium, scheduled for a February release, has 
been delayed until May. 

The reason for the holdup is the Career mode which, while it promises to be an 
interesting new addition, is also causing problems for the programmers. The amount 
of text that has to be translated from Japanese to English is slowing the conversion 
down, hence the three month delay. 





















DVD REVIEW 

Issue 9 ISSN: 1466-593X £3.95 

With over 650 films out on DVD in the 
UK, no self-respecting film fan can 
ignore this new format any longer! For a 
complete guide to 
DVD, what it means, 
what it does, and what 
hardware you need, 
check out DVD Review, 
officially the UK’s best¬ 
selling DVD magazine. 

It’s essential reading! 


The latest news and 

N intendo has (unofTicially) confirmed that 
there will be a Zelda game for the Dolphin. 
In an interview with a Swedish magazine, 
Nintendo’s gaming mastermind Shigeru 
Miyamoto said that Link’s adventures would 
indeed continue on Nintendo’s next console, and 
that the game was already being developed. 
Good news, you’d think. 

There Is, unfortunately, one slight fly in the 
proverbial. Ocarina Of Time on the N64 took over 
three years to develop. Zelda on the Dolphin 
won’t be ready for... don’t have a heart attack 
when you hear this... five yearsl 


rumours about Nintendo's next console. 


This instantly throws all of Nintendo’s 
proposed timetables for the Dolphin into doubt, 
if the Dolphin comes out in 2000, as Nintendo 
has repeatedly insisted, the machine will be four 
years old by the time its biggest game turns up. 
If you’re thinking that Ocarina Of Time appeared 
at about the same point in the NG^’s life, bear in 
mind that the N64 game was over a year late! 

It’s also possible to make a reasonable guess 
at the length of development times for more 
typical Dolphin games. Based on the increase in 
development time between the N64 and the 
Dolphin Zelda, we’d say a Dolphin game would 


realistically take at least two years to develop, 
certainly to Nintendo’s standards. Since the 
technical specs of the console were only 
finalised a few months back, any games 
currently in development can’t have been going 
for much longer than that. If it’s learned from the 
N64, Nintendo won’t launch a console without 
games (and it would be reasonable to expect a 
Mario game to be available from day one), so 
we’d put our money on a spring 2001 launch for 
Dolphin. At the earliest. 

Having said that, we wouldn’t mind in the 
least if Nintendo surprised us... 




KOMBAT 

KILLED! 


O h no, disaster, catastrophe. We’re gutted. 

Really. Midway’s Mortal Korn bat: Special 
Forces, the limp Tomb Raider knockoff we were 
quite rude about in issue 28’s E3 report, has 
been cancelled. 

Considering the current state of the N64’s 
release schedules this might seem like a bad 
thing, but the game really was a no-hoper, and 
Midway has definitely done the right thing by 
dumping the game. Hardcore Mortal Kombat 
fans will doubtless be distraught, but who cares 
what they think anyway? 


TOTAL GAME BOY COLOR 

Issue 6 ISSN: 1464-5904 £2.95 

Okay, so it’s got snow on the cover - it is 
still winter, you know! This issue of Total 
Game Boy Color has a bumper review of 
the brilliant Mario Golf 
along with a feature 
on the best games of 
1999, hints and tips for 
the leading Game Boy 
titles and plenty of 
stuff to win. What 
more could you want? 


64 SOLUTIONS 

Issue 16 ISSN: 1369-7064 £3.95 

When we cover the biggest games, we 
don’t do it by halves! We’ve got the 
massive solution to Donkey Kong 64 to 
kick off the millennium, 
as well as busting/A 
Bug's Life wide open 
(with maps to boot) 
and the conclusion to 
our top Jet Force 
Gemini walkthrough. 

Talk about fantastic! 


TURN THE 
PAGE! 

I f you were surprised and/or 
confused by last issue’s 
Showcase, don’t worry - so 
were we! Due to a bizarre 
cock-up at the printers, a 
page from the previous issue 
ended up being reprinted. 

If you were wondering 
what the proper page looked 
like, here it is in all its 
microscopic glory! 


PjyC IT IN! 


lyintendo offers Donkey Kong trade-in 


I f you’re a hardcore N64 gamer who was annoyed about having to shell out for an 
extra Expansion Pak when you bought Donkey Kong 64, you might be able to 
find some consolation. 

Nintendo has agreed to offer games in exchange for unwanted Expansion Paks. 
There are some conditions; the games you can choose from are F-Zero X, 1080° 
Snowboarding and Twisted Edge Snowboarding, and in order to qualify for the deal 

you have to return your original Expansion 
Pak, complete with receipt (very important) 
to Nintendo. If you don’t have the original 
receipt for the Expansion Pak, you won’t 
be able to qualify for the offer. 

The address to send your unwanted 
Expansion Pak and receipt is 

Customer Services, THE 
Games, Parham Drive, 
Boyatt Wood, 

Eastleigh, Hampshire 
SO50 4NU. 
Remember to say 
which of the three 
games you want! 


ALSO FROM FROM PARAOON PUBLISHINO,** 


Step Into the ring for cheaper games! 

loillmiorsolnillimiQlll ^ 

^ QXLco. 

online auctions 

For trade enquiries email us at games@QxLcom 

www.qxl.com 
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In association with Department i 
Department i, 3rd Floor, Suffolk House, 
1-8 Whitfield Place, London WiP 5SF. 
Tel: (0171) 916 8440 


RELEASE DATES 
FEB-MAR 2000 


Battle|onilSV 

UK 

Feb 

Castle^ania: Legacy Of Darkness 
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EPGAGblf 
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ut . 
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Hydro Thunder 
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MSr 

Hype: The Time Quest 

US 
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Nuclear Strike 
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Feb 

Rally Masters 

UK 

Mar 

Resident Evil 2 

UK 

Feb 

Ridge Racer 64 

UK 
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Taz Express's 
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Top Gear H^perbike 

UK 

Mar 

Top Gear Rllly 2 

UK 

Feb 

Toy Story 2^ 

UK 

Feb 

APR-MAY 2000 

Daikatana 

UK 

Apr 

ISS Millenniurn : 

UK 

May 

Perfect Dark % 

^ UK 

Apr 

Pokemon Stadium 

UK 

May 

Starcraft ^ , . 

UK 

4 ay : 

JUM ONWARDS 

Duck Dodgers ^ 

UK? 

Jun 

Mario Party 2 

UK 

Jun 

Mickey Racing USA 

US 

Dec 

Pokemon Snap ' 


SeB, 

Wacky Racers 

UUK^ 

• jun 

TO BE COlUFIRMED 

1080° Snowboarding 2 

jap 

2000 

3Sixty 

US 

2000 

4x4 Mud Monsters 

US 

2000 

Aidyn Chronicles: The First Mage 

US 

2000 

Airport Inc 

UK 

2000 

Alone In The Dark^4 

UK. 

:]20oo 

Animaniacs Ten Pin Alley 

US 

2000 

Army Men: Air Combat 

US 

2000 


W hen you want to find out what games you’ll be able to play on your N64 in the 

future, this is the only place worth looking! This comprehensive list shows all the 
N64 games that we know about, along with their expected release dates (where known). 
Gamewatch is updated every month. 

Gamewatch is produced in association with Department 1. All the UK releases are 
highlighted in yellow for ease of spotting, so that you’ll be able to avoid those ‘only in 
Japan’ moments of gloom! 

• Release dates are subject to change without notice. That’s software companies for you, always a-choppin’ and 
a-changin’. So don’t blame us if your favourite game turns up six months late! 


Asteroids Hyper 64 
Banjo-Tooie 
^^JBasgT^terppM 

Blues Brothers 2000 
Bomberman 2 
Caesar’s Palace 
Cenzo’s Carnival Adventure 
Custom Robo (64DD) 

Daikatana 
Derby Stallion 64 
DethKarz 
DethKarz 
Die Hard 
DonaldlDuck 
Doshin The Giant (64DD) 
DragorTSword 
Earthbound 
EternaJ Darkness 
Excite Bil^ V . 

Extrerrfielsltbrts 64 
FIA Formuliri 
Fighters' Destiny 2 
Fire Emblem 64 
: F-Zero Xpansion (64DD) 

Ghouls & Ghosts 
Grand ThefLi^o 
Hercules 

Jeff Gordon XS Racing 
Jest 

jungle Emperor Leo 
Kirby 64 
Kobe Bryant 2 
Madden 2000 
Magic Flute 
Mario Party 2 
Mario RPG 
Mega Man 64 
Metal Gear pus ^ 

Mickey llacing^ 

TiAini Racers 

Mortal Kombat: Special Forces 
Mother 3 


UK 

2000 

Namco Museum 

UK 

UK 

2000 

NBA Live 2001 

US 

UK 

2000 

NFL Blitz 2000 

US 

UK : 

2 P 00 

.Nightmiil^e^Q'eatu^^ ii 

UK 

UK 

2000 

OgrTBattle 3 

US 

jap 

2000 

Polaris Snocross 

US 

US 

2000 

Power Rangers Lightspeed Rescue 

US 

US 

2000 

Puma Street Soccer 

UK 

jap 

2000 

Quest 2 

US 

US 

2000 

Resident Evil Zero 

jap 

jap 

2000 

Rev Limit 

UK 

UK 

2000 

Riqa 

UK 

US 

2000 

Robocop 

US 

US 

2000 

Rollerball : 

Ronaldb^Soccer \ 

US 

UK 

2000 

UK 

jap 

2000 

Rugrats In Paris 1 

US 

UK 

2000 

Shadow Man 2 

UK 

U,Kv 

2000 

Sim.GityiSpoo 

UK 

UK^' 

2060 ‘ 

f Sim City 64 (64DD) 

jap 

UK V, 

2000 

SnowBpafdjKids 2 

UK 

UK 

2oold 

Speed 

US 

UK 

2000 

Spider-Man, 

UK 


- 200^ 

Spooky 

US 

jap 

2000 

Spy Hunter 

US 

jap 

2000 

SR3K 

US 

jap 

2000 

Sydney Olympics 2000 

US 

UK'* 

2000 

Tetris Attack 

UK 

US 

2000 

Thornado 

US 

US 

2000 

Thrasher: Skate And Destroy 

US 

UK 

2000 

Tony Hawk’s Pro Skater 

US 

jap 

2000 

Top Gun 

US 

US 

2000 

Turok 3: Oblivion 

US 

US 

2000 

Twelve Tales: Conker 64 

UK 

US 

2000 

Untitled Rare Game 

UK 

jap 

2000 

Ura-Zelda (64 DD) 

jap 

jap 

2000 

Velocity 

US 

UK 

2 lbD0^ 

Wild Waters 

UK 

jap 

2000 

Win Back 

UlK 

jap 

2000 

The Woiib [s^NpM 
-V\(WFSmF^kdSwn 

UK 

UK 

2000 

UK 

UK^ 

2000 

X-Men 

US 

US 

2000 

The Young Olympians 

US 

jap 

2000 

Zelda: The Continuing Saga 

UK 


































R adical, dudes, and other similar stoned-sounding expressions! The prizemeisters at 
Crave have generously donated not one, but two totally tubular Gex snowboards as 
prizes to 64 Magazine readers! 

The boards are custom-painted with Gex logos and artwork (the logo on the top, the 
smirking lizard himself on the underside), so are just the thing to awe other 
snowboarders as you glide down the slopes and send shards of bitter ice 

spraying into the eyes of onlookers. As you can see from models Mike and 
Mark, they make anyone look as cool 
as Gex himself! (Er...) 

Winning yourself one of 
these winterised prizes is as 
easy as falling off a precipice. " \ 

Answer the simple question below, \ \ 


NEWS, PREVIEWS AND REVIEWS! 


iNOWBOARDt! 




Logic 3 • (0181) 900 0024 • £14.99 

T here must be people out there 
who buy these pads; why else 
would companies keep releasing them? 

Perhaps there is a big warehouse somewhere just 
full of unwanted third-party pads. This latest 
offering from Logic 3 has all the usual extras like a 
pointless slo-mo button and mildly useful turbo 
button, but apart from that it’s just a below-average 
piece of plastic which squeaks. Yes, it’s true - the analogue stick has the 
annoying habit of doing a mouse impression! If you can forgive this it 
does feel comfortable on the thumb, despite being a little stiff. 

The most annoying thing about this pad, though, is the grip on the 
right-hand side, which leaves your right thumb sitting uncomfortably 
above the buttons. On the plus side, the pad does have a circular D-Pad, 
so if any good N64 fighting games are ever released those fireball 
moves will be a lot easier. It also comes in a range of vivid transparent 
colours, like everything else these days! 

64 Magazine rating: 




MAGAZINE 


In association with 


<iiAnrrt 


Call (0181) 9741555 for 
your nearest GAME store! 

Check out the Web site at 
www.game-retail.co.uk 


This 

Month 

Last 

Month 

Game 

Publisher 

64 Magazine 
Score 

1 

- 

Donkey Kong 64 

Nintendo 

93% 

2 

- 

WWF Wrestlemania 2000 

thq 

: 93% 

3 

1 

Super Smash Brothers 

Nintendo 

87% 

4 

3 

Rayman 2 

Ubi Soft 

94% 

5 

- 

Rainbow Six 

Take 2 

92% 

6 

- 

WCW Mayhem 

EA 

74% 

7 

5 

Lego Racers 

Lego 

76% 

8 

2 

Jet Force Gemini 

Nintendo 

91% 

9 

8 

Goldeneye 

Nintendo 

95% 

10 

7 

Rugrats Treasure Hunt 

THQ 

44% 


You can win a £50 voucher to spend at your local GAME shop! All you have to do is 
predict the top three games in next issue’s chart and send your predictions to 
Chart Compo, 64 Magazine, Paragon House, St Peter's Road, Bournemouth BHi 2JSI 


and It your name is one or tne two 
winners, the board will be yours! 

q: who is cex's arch- 
NEMESISI IS it: 

1: REZ 

2: JOHNNY TROUSERS 


Scribble down the right answer on 
a postcard and send it to Snow 
* foke compo at the usual address, 
to get here before . 


February 24. 
Duuuuuude! 




■int,i'el.'W.anre)JsTnTiic3£;MaeJ^amEeGiMtEoiiisrsieafnfiiaQa^iire;i| 


BEST-SELLING 

. UNOFFICIAL DREAMCAST 

MAGAZINE! 

live the dream 

•Dreamcast Magazine is available from all good newsagents, please ask for your copy now 


64 Jiagaiine Issue 3B 2DDO 
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( Wotcha.X 


Hurray! Back up to two 
pages - you see what 
happens if you actually 
write us good letters? 
This month, television, 
guns and ni64 games 
cost too much (again). 


STAR PRIZE 


The star letter each 
month wins a lorry 
load of N64 
peripherals courtesy 
of Fire International. 


VRF-l Steering 
Wheel 


SFXV3 Universal 
Adaptor 


N64 JOYPAD 


8Meg, 1 Meg and 
256K Memory 
Cards 


1 Meg Jolt Pak 


SCART, S-ViDEO AND 
X Extender Cables 


I Want My GTV 

Dear 64 Magazine, 

am writing for two reasons. First, I would like 
to complain about the way that most of the 
media has ignored computer games over the 
years. I have noticed this more recently as 
computer games are supposedly becoming more 
‘cool’. For example, the television companies 
do virtually nothing about gaming. “But what 
about BitsV" comes the cry from its 15-strong 
audience. Well, the less said about that the 
better. Then we come onto the BBC’s attempt at 
reviewing games - take one Westlife member, get 
him to say he likes a game, then without giving 
any particular reasons why he liked it move on to 
something else. I know there is nowhere near 
enough space in these TV programmes to do an 
in-depth review like those in magazines, but if 
they are going to review games they should make 
it worth watching. 

My second concern is to do with my beloved 
black box and its games situation. There have 
been a lot of remarks made by a certain group of 
reviewers (Channel 4’s teletext, page 480 
onwards) about the fact that Nintendo’s 
Christmas releases number only two, but if 
they bothered to look further they 


CD Or Mot CD 

Dear 64 Magazine, 

Recently you may have visited computer 
stores and looked at the games they sell. Flave 
you noticed the space given to the PlayStation 
compared to the N64? There are only a couple 
of titles you have given the Gold Medal award 
(like Goldeneye) yet the PlayStation has 
numerous outstanding titles. What I don’t 
understand is why manufacturers don’t 
release games on the 64-bit N64 compared to 
a 32-bit console like the PlayStation? 

Secondly (and probably the reason why 
people prefer the PlayStation) is the price of 
games. When Goldeneye came out that was 
£50, but when Metal Gear Solid came out it 
was £40. Also, games are reduced in price 
much quicker on the PlayStation. Why are 
PlayStation games cheaper? I doubt it is 
because they’re on a CD! Game and EB are 
making most of the PlayStation titles £30 or 
less, but not the N64. Why the hell is that? 
Most people who own an N64 can’t afford a 50 
quid game every month or so and must wait. 

Thirdly, games are nearly always postponed. 
If companies know they still need to work on 
the game, why give it a release date? 1 really 
wanted that 64DD three years ago, and when 
it finally came out it was Japan-only. The N64 
needs more games at lower prices, or the only 
chance for Nintendo will be Game Boys and 
the Dolphin. 

Alex Wilkes, Crowthorne 


might change their tune. 

After reading last issue (33) I 
saw no fewer than seven games 
which got an 8o%-i- mark, which 
shows that the N64 is still going strong. 

This is where the problem lies. If you don’t get 
a magazine on a regular basis then you miss out 
on all the great games which pass unnoticed. The 
retailers are also to blame, because they only 
stock the games which receive the most 
attention. When 1 go into the main local retailers, 
they only seem to stock 10-15 N64 titles, while 
alongside them are over 50 different PlayStation 
titles. Are they not aware of not so well-known 
games like Castlevania and Silicon Valleyl 
Chris Edwards, Humshaugh 

Games programmes on TV have always tended 
to be pretty weak - we enjoy ribbing our own 
Martin Mathers about his stint as a Videator on 
Games World (he was Mr Mathers, The 
Megabyte Millionaire, if you were wondering). 
The reason for this is that producers think that 
people who play games are all 12-year-olds with 
the attention spans of goldfish, and if something 
can’t be summed up in a three-second 

soundbite they’re going to change 


You‘d be wrong to doubt that 
PlayStation games are cheaper 
because they’re on a CD - that’s 
exactly why they’re cheaper! 
Nintendo’s biggest mistake with 
the N64 was to use cartridges instead 
of CD-ROMs. Even after paying Sony the 
manufacturing and licence fees, it only costs a 
couple of quid for a software company to make 
a CD. On the N64 it costs at least £14 per 
cartridge, and the bigger the cartridge, the 
more it costs. Bearing in mind that PC RAM 
costs about £35 for 32Mb (256Mbits), 
Capcom’s 512Mbit carts for Resident Evil 2 
must cost a fortune! 

Videogames are big business, and big 
business is about one thing, and one thing 
only - money. If you’re a software company 
about to develop a game, and it costs you £14 
more per unit to make that game on the N64 
than on PlayStation (which also has a much 
larger user base), PlayStation games involve 
less risk for more profit. Even huge 
companies with money coming out the ying- 
yang work this way - look at the number of 
proven successes on other formats being 
ported to the N64, as opposed to original, 
N64-only games. 

Also, if a company produces an N64 game 
that doesn’t sell well, they’re stuck with 
maybe tens of thousands of carts that they’ve 
already paid for and can’t get rid of. Having 
over 150 grand’s-worth of unsaleable stock is 
a big deterrent to making more N64 games. 
Check out the Nindex and see how many 
companies have only produced one or two 
games - now you know why... 
















channels. This is why TV games reviews tend to 
be limited to “Great graphics, yeah! Woo!” and 
seem to be aimed at chimps. If you want in- 
depth game reviews, come to us - they’re why 
we’re here! 

Concerning shops, it’s a sad fact that many 
retailers really aren*t aware of anything outside 
the top five. Try asking the dullards at Dixons or 
somewhere a gaming question and watch the 
grease in their hair ignite. Unfortunately, as I 
said in issue 34’s editorial, if shops perceive the 
N64 to be unsuccessful they’ll give it less space, 
which means it’s less likely to get good sales! 


Man With Big Cun 

Dear 64 Magazine, 

I am a keen videogames player and have been 
since the old days. I’ve seen all manner of new 
consoles come and go. I’ve also seen a lot of 
games come and go, and by far my favourites are 
gun-toting shoot-’em-ups. I just love ’em! The 
massive plastic guns, the over-the-top bosses, 
the elaborate deaths. The best so far have been 
made by Sega - obviously Nintendo could do 
better, yet they have not made a single one on 
the N64. Please could you tell me if they are 
planning to make or release one, and if not, why? 
Jackson Payne, Weybridge 



Nintendo has a reputation for making what 
Shigeru Miyamoto recently described as ‘kind’ 
games, and plastic replicas of powerful 
handguns don’t really fit in. (Quite how Marions 
gleeful genocide of Koopas and 
Goombahs, and the whole 
Pokemon thang of animal 
trapping and fighting, fit in is a 
complete 

mystery.) At 
this stage in 
the N64 ’s life, 
there’s almost 
zero chance of a 
lightgun game 
turning up. 

Banjo 
Bore 

Dear 64 Magazine, 

I am writing to ask why you have 
lowered the score of Banjo-Kazooie 
and said that it doesn’t beat Mario. 
Have you played Mariol Sure, it 
was very good when the N64 
came out, but now... [goes on and 
on and on for four whole pages of A4 
about how Banjo is better, mainly 
because it’s got better visuals and some comedy 
voices - Ed] 

Thomas Digby, Diss 


‘Diss’, eh? 


Perfect Dark, Perfect Dark 

Dear 64 Magazine, 

I would like to make it clear from the start that I 
am not complaining that games come out too 




quickly for the N64. All I am complaining about is 
the fact that everyone keeps complaining about 
games having their release dates set back. This 
letter is to all those people who, when they heard 
about Perfect Dark's release date being set back, 
started banging their head off the nearest hard 
surface. [That’d be us, then - Ed] 

If those sort of people would just stop and 
think about it they would realise that it is a good 
thing that Perfect Dark was set back. People have 
been talking about Perfect Dark being one of the 
best games ever on the N64. If the people at Rare 
have decided to hold back the release date of 
Perfect Dark, then it was probably to make 
improvements in the game. These improvements 
could put Perfect Dark over the top and make it 
the best game ever. 

The only time people have a reason to 
complain is If a game has been in development 
for ages and it turns out to be the biggest waste 
of a cartridge. It really, really annoys me when I 
hear about games like these. 

Phillip Colwell, Millisle 

PS: I hope that 
some people out 
there have 
learned 
something 
from this 
letter. 


We learned that you like to say ^Perfect 
Dark\ certainly. 

Blowie The Dolphin 

Dear 64 Magazine, 

I am looking forward very much to the new 
Nintendo console, whatever it is going to 
be called. But at the same time, I am 
in a dilemma whether to buy it or 
the PlayStatlonz that is also 
coming out at the end of 2000. 

Because Nintendo is leaving it 
so long before it release its 
machine, it will be making exactly 
the same mistake as with the N64. 

Although the N64 is a much better 
console than the PlayStation, it was 
released later, so no-one wanted to wait for it. 

What this meant was that any games released 
on the N64 didn’t sell well. I fear that if this 
happens again with the new console, companies 
will abandon Nintendo, leaving it with hardly any 
games. Also, due to the same reason, nobody will 
buy the new console, which means that it will be 
no fun to own. 

Patrick McLaughlin, London 

We’ve said it before and we’ll say it again - if 
Nintendo manages to release the Dolphin in 
2000, we’ll all be extremely surprised, as well 
as impressed with its ability to turn the 
hardware around so fast. We probably will be 
less surprised and impressed about the lack of 
games if they do manage a 2000 launch, though, 
since nobody will have had enough time to 
program any! 


Pokemon 
Wait 

Dear 64 Magazine, 

I am writing to you 
to ask about the V 
phenomenal 
success of 
Pokemon. Ever since 
Pokemon reached the 
UK, everybody has gone 
head over heels for it, even 
PlayStation owners. I was 
wondering whether 
Pokemon themselves 
(especially Pikachu) will 
replace Mario as 
Nintendo’s mascot. I 
wouldn’t be surprised 


By email: 64mag@paragon.co.uk 


By Post: 

When I’m 64 
64 Magazine 
Paragon Publishing 
Paragon House 
St Peter’s Road 
Bournemouth, BHi zfjS 


Letters almost certainly will be edited for length and other 
reasons. All letters are read, but personal correspondence will 
not be entered into, even if you include an SAE, so don’t! 



























T§agaxine Issue 3B200D 



Our reviews are liberally splattered with boxes, 
for your convenience - if you’re too lazy to read 
the main review, or want the technical guffery, 
these are where to look. But what do they mean? 


PLAYERS 

The number of people 
who can play the game. 


wan-iors return! 


EXPANSION PAK 

Does the game support Nintendo’s 
Expansion Pak for extra features? 


RUMBLE PAK 

Can you plug in a Rumble Pak 

and shake along with the game? 


The company selling the game 


Publisher 


Developer: The company that wrote the game 


What sort of game It is - sports, 
racing, fighting, whatever 


Game Type: 


Origin: The country where the game was written 


Release: 


64 Magazine rates graphics, audio, gameplay and challenge out 
of five. What does it mean when a game gets a particular score? 

Well above and beyond the call of 
duty-five in a category means it’s 
V ^ V V near faultless! 

A good job-there might be a few 
Iwi rough edges that could have been 

better, but nothing serious. 

Average - a game that gets this 

rv ' 1% ' adequately in this 

\ \ ^ V category, but isn’t anything special. 

Things aren’t looking good - a mark 
\ [4 N of two means that this part of the 

^ game is definitely below par. 

Complete rubbish-this part of the 
game has been done so badly you 
wonder why they bothered! 


O This is where we list the good and bad 
points of the game. If there are more of 
the latter than the former, it’s probably 
not going to be worth your money! 


In UK Update reviews, this box replaces 
the $64,000 Question. It means we’ve 
already reviewed the game as an import - 
has the British version suffered in 
translation to our PAL television system? 


TfemonNiq 

OptMns ^ 


Does the game have a built-in chip to 
save your position, or do you have to buy 
one of Nintendo’s Controller Paks to 
record your progress? 


We get import games through importers - 
if you want to get hold of an import game 
for yourself, these are the people to call. 









Mternathfes 


Hitting 


€ \ TOY STOny 2 

^ It’ll give you a Woody! 

O NUCLEAR 
STRIKE 64 

No ‘chopper’ jokes, please. 

O NBA LIVE 2000 

Millennial hoopmasters! 

O BAtSMASTERt 
2000 

Let’s play ‘find the fish’! 


o 

o 

o 


TAR 2 

It’s not Top Gear any more! 

ASTEROIDS 
HYPER 64 

Do you suffer the pain of asteroids? 

EPOA OOLF 

It’s not easy being green! 

UK UPDATE 


There may be other games of the same type 
already on the shelves - here you can see at a 
glance whether the game being reviewed 
measures up to the competition. 


What do all those 
buttons on the pad do? 
We try to make sense of 
the insanity! 


A BUO'S LIFE 

Ant attack! 


Does the game look like Melanie Sykes, 
or Dot Cotton? 




94 %- 90 % 


every game gets a score out of lOO - but what does it actually mean? ignore 

ANYTHING OTHER MAGS MAY SAY - 64 Magazine IS THE MOST BRUTALLY TRUTHFUL N64 
^ —- - MAG AROUND, AND IF WE GIVE A GAME A GOOD (OR BAD) MARK, YOU CAN TAKE THAT AS 

A THE GOSPEL TRUTH. THESE ARE WHAT THE SCORES MEAN IN ENGLISH... 

_ jhjg score wins a game the coveted Gold Medal Award. Unlike some rags, which hand out 

f,Of: top gongs like Smarties, weYe very tight-fisted with this award - out of over a hundred N64 
games reviewed, only four have got the gold. It’s your guarantee of a top game! 

- Welcome to Sizzler country! Scooping one of these awards means a game has had our 

l»- 90 % brand of quality seared into its tender flesh. Unless you have a beef against the particular 

: kind of game, anything that scores in this range can be bought without fear of crapness. 

The good-but-not-awesome zone. A game in this range will still be worth getting if you like 
I the sound of it, but it will either have some minor but annoying flaws or be missing the 
hard-to-define ‘hook’ that makes a truly great game. 

Starting to drop into the realm of games that should only be bought if you’re really, really 
1 into the subject. They might have flaws that spoil the gameplay, or be well done but not be 
especially interesting. Be careful before you spend your money. 

Warning, Will Robinson, warning! If a game can only manage a below-average score, then 
I there’s obviously something badly wrong with it and you should give it a wide berth. Don’t 
say we didn’t warn you. 

- You are now entering the World Of Crap. If a game ends up here, it’s got so many things 

4 - 10 % wrong with it that the Russians may be planning to use it as a space station. Do not, under 

_ any circumstances, buy anything that scores this low! 


29 %- 10 % 


6010111110% 


Can there really be anything this pathetic on the N64? Oh yes, there can. Oh yes. 


MihBo 


Does it sound like music to your ears, or 
nails down a blackboard? 


Perfectly-tuned entertainment machine, or 
clumsy and annoying stack of cack? 


Will it keep you coming back for more, or 
be finished in five minutes? 


Ouerall 


The final score! It’s not 
an average of the four 
categories above, but 
our definitive rating of 
the game. So, is it worth 
your dosh? 


"Soundbite 

The game in a nutshell, for the truly 
lazy reader! 


r 






























RUMBLE PAK 


MEMORY: 

Not used 

CONTROLLER PAK: 
Saves game and hidden 
characters 


Publisher 

Activision 

Developer: 

Luzoflux 

Game Type: Driving/shoot-’em-up 

Origin: 

UK 

Release: 

February 



















4 . it. 



“ y^hoever thought up Vigilante 
\ yi / / S must be a complete and 

\ _ /\ _/ utter genius. What more 

could you ask for from a game? Not only 
do you get loads of weapons, fast cars 
and hot babes, but also some mean 
5 ); Seventies haircuts and clothing to boot, 
f You’ll be pleased to hear that all this, 
plus the all-important trademark of 
mindless violence, have been retained 
-for your pleasure in the sequel and a 
whole host of other goodies and tracks 
is have been added. Now your cars can 
hover, ski and float and there are loads 
ij^of new tracks, ten new characters, 
upgrades, weapons and missions to 
keep your hunger for auto wrecks sated. 


this; in 1978, at 
the end of the first 
game, the Coyotes were 
defeated by the Vigilantes 
and the world saved! Cut to the year 
2075 - evil bad guy 70-year-old Slick 
Clyde has managed to take control of oil 
company OMAR and now owns all the 
world’s oil deposits apart from America. 
At the end of his life and annoyed with 
coming so close to world domination, he 
sends a few of his good men back in 
time - as you do - to capture America. 
This is where you come in, because the 
henchmen arrive in 1977 before the first 
game. Phew! just like the first game, you 

can play 
for any 

■ Hl*] i I n 1 . 

[hUiiiHiiHiKiJiaiiiM team - 

in this 

case the good guy Vigilantes, the 
futuristic Drifters or the evil Coyotes. 

The fact that there are three teams 


The rather dubious excuse for a story in 
this game sets Second Offense (it’s an 


American game, hence 
the American spelling) 
before the first Vigilante 8 game, 
making it more of a first offence. 
Confused? Well, it goes something like 


Evel Knievel 


Or:* of lh« ntw 

flying All SfiHf tCiifTi tv' V, which i* 

taskally ■ iiihe with 

Once ail the w£y you'll swap 

the dirt hike on thr •id* far a 

HsHtvy htig 
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Tha 3£fjry sstjuiintiis In 
Viyilant!/ H: Satond 
Offitisa consist of a sari os 
of still tmagas taksn from 
otfisr consolo tut-sconiis. 


a radar dish tagged onto the roof. It 
doesn’t end here though, because when 
you get 100 points on any attribute, 
entire sections of the car will be given a 
stylistic makeover. 

When you get loo on all attributes 
your car will be left unrecognisable, 
completely rehauled into a futuristic 
nuclear-powered vehicle! Max out 
everything for the complete look on new 
character Astronaut Bob’s moonbuggy to 
get a NASA vehicle complete with logo. 
One of the best in the game, though, is 
the Garbage Man’s truck which starts 
out like your everyday regular trash van 
but turns into a hovering garbage 
compactor with a sporty bonnet! 

Another big new addition to the game 
comes along hand-in-hand with the 
tenuous plot of a futuristic storyline. It’s 
not just the garbage truck that can hover 
- by collecting a simple power-up your 
vehicle’s wheels will fold up Back To The 
Future-styie to be replaced by four blue 
jets which allow your car to go literally 
anywhere on the map. Hovering several 
feet above the ground, like the flying 
saucer from the first game, you can 
cross obstacles and even mines with 
ease. Alas, in this mode your hunk of 
junk is as uncontrollable as the saucer 
from the first game as it slides 
around endlessly - you 
might as well be 
driving on ice. 


instead of two is just one of the many 
new features in this game. 

Second Offense is such an 
improvement on an already popular port 
to consoles of the PC Interstate series 
that it’s difficult to see what they could 
do to make it any better for future 
incarnations. The biggest addition to 
this second Vigilante game for the N64 
are the all new upgrade modes which 
allow you to add bits to your chosen 
vehicle to improve general car 
performance. To win the upgrades you 
have to destroy cars, which when 
totalled leave a token in their wreckage 
for you to pick up. Sift through the 
remains of a smaller, faster car, for 
example, and you will be awarded a 
power up to the total speed of your car 
^^^^which will be retained 

Burning 

Hulks 

I ^ feature even better is 

m a 

■ attribute you’ll be given 

a physical addition to 
^^^^your car. Get speed up 

get an exhaust added. 


Two other power-ups which affect your* 
driving are the water propellers and the 
snow skis. Not quite as over-the-top as 
the hover conversion, these gadgets are 
slightly more down-to-earth, giving your 
car everything you need to tackle 
unfriendly terrain. 

Collect the snow power-up and your 
car sprouts skis from the front and huge 
studded rear wheels, giving you the 
control you need for the ice or snow- 
filled levels. This power-up can be a little 
unforgiving because if you lose the skis 
to an enemy vehicle your car will be very 
difficult to handle -not fun with no 
homing weapons. Pick up the propeller 
token and your wheels will be replaced 
by mini motors and fins which will lift 
your car up on water, ^ 

allowing you to access M 

previously 
out-of- 
bounds 
areas. 


The for Second swap 

your wfipels fflr ne .-f^ngled gadgets to help 
yau ijrcLr^dTT levels. These tokens ycu 

Jo drjvp Jhiotjgh the air with tiooslers. aJcirg 
snow wiTfi skts line dCress wa''-' with 

All The tar reeds now’s a ter'n^n 
decadent senet agent ^ ji to make = true 
Hollywood action sequence. 


Player 4 


O Non-stop action 
O Good music 
O Lots of cars and tracks 
O Excellent visuals 
O Four-player action 
O Single-player a little 


It hard to see what they could do to^l/^ 
^ make Second Offense better! 





































Just like the first game, all of the 
characters have their own personal 
special weapons which can be used to 
wreak havoc on the opposition. These 
high-poweied la'^f^i’S and rockets can 
make for some truly dazzling effects. 




A If you want to truly see the whites of their 
eyes before you assassinate your next target, 
switch over to the first-person view. 
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up the action a little. As well as the free- 
for-all killing and the two-on-two team 
games, you get to play the truly 
wonderful Smear mode, which is what 
multiplayer 
games are 

IiLmUJUbUm all about! In 
Smear mode, 

the aim is to pick on one unfortunate 
victim in groups in order to wipe them 
out of the running. This may sound like 
your average multiplayer game but the 
difference here is that this game has the 
rules for it, making what used to be 
downright dirty now completely legal! 

Vigilante 8: Second Offense really 
does show up the first game, proving 
that mindless mass destruction can be 
some of the best fun that you can have 
on a console. ■ 


I These new areas and 
islands surrounded by water 
aren’t just secret areas, of 


which there 
are many, but 

instead are integral to the game. This is 
because, unlike the first game, this one 
is a lot more mission based. 

Where before you had to protect or 
destroy a specific building, now you 
have to collect objects, defuse bombs 
and more. On one mission, you even 
have to launch a huge rocket! 
Unfortunately these missions aren’t 
exploited that much in the game, 
because at the end of the day more or 
less all of the game involves destroying 
the opposing team, a task which isn’t 
too difficult with a bit of perseverance. 
This is where the game really falls down, 
because although killing is fun, once 
you’ve finished the one-player game and 
unlocked everything, replay value isn’t 
that high. Fortunately this is where the 
Survival mode and multiplayer madness 
come screaming around the corner. 


Vigilante 8: Activision 
Reviewed: Issue 25, 85% 
Destruction Derby: THQ 
Reviewed: Issue 34, 74% 


Four^ay 

Destruction 


Survival, or Desperado, mode is 
^ pretty much the same as it 
_ was in the first 
game, but 
multiplayer has 
been given a thin 
lick of paint to spice 


Thi^ • ■r. i f-jn to b- r “d ^ th ^ :fne is 
in the foui-dayf ^ mcHi. sorri thinK iIh- 
PbiyStatinrr v-‘ It t ertainly 

mrrl- -s a change frorr. the super h^ppy 
Mario Kor* tr*s. Bi ’ *A/r re 

i^f t. n fam yo r to 

d-^?fuftlon befr^r** totallinr it with a 
misslUr {Oon‘i jnswer th"t ■ ne!) 


R: Fire 
special 


L: View 
change 


A: Accelerate 


B: Handbrake 


What used to be downright 

is now compieteiy iegal 


C Up: Rear view • C Down: Target change 
C Left: Weapon select • C Right: Weapon 
select 


D-Pad: 
Control car 


Ouerall 


The original V8 was (ots of fun, but now looks 
a little old. V8:SO keeps the first game’s 
playability and spruces everything up. In hi-res there's still a 
certain amount of jerkiness, but not enough to affect gameplay. 
It’s 23.25 times better than Carmageddonl Amdy McDermott 


























































CHEATS & TIPS FOR OYER FMlUll GAHE5 



Turok 1 
Turok 2 

Twisted Extreme Snowboarding 


Pokemon Snap 
Pokemon Staaium 
Powerful World Soccer 3 
Pro Baseball King 
Puyo Puyo Sun 64 


Mace: The Dark Ages 
Madden 64 
Madden NFL '99 
Magical Tetris Challenae 
Major League Baseball: K.GJr 
Mario 64 
Mario Golf 
Mario Karts 
Mario Party 
Micro Machines 
Mike Piazza's Strike Zone 
Milo's Astro Lanes 
Mischief Makers 
Mission Impossible 
Mortal Kombat Sub Zero 
Mortal Kombat: Trilogy 
Mortal Kombat 4 
Multi-Racing Championship 
Mystical Ninja: Starring 
Goemon 

Nagano Olympic Hockey 
Nagano Winter Olympics '98 
Nascar Racing '99 
NBA Courtside 
NBA Mangtime 
NBA Zone '98 
NFL Blitz 

NFL Quarterback '98 
NFL Quarterback Club 99 
NHL 99 

NHL Breakaway 
Nightmare Creatures 
Ocarina of Time.Legend of 
Zelda 

Off-Road Challenge 
Penny Racers 
Perfect Strieker 

..'.. 

rc ^ THE LIST ABOVE IS JUST A SAMPLE OF WHAT'S ON OFFER 

me SAVING FUNCTIONS FOR USC DURING YOUR CALL - PRESS © TO RESTART SERVICE PRESS © TO MOVE BACK ONE STEP 

PERSONS AGED UNDER 1 A CALL TIHIS NUA/IBER ONLY 


Extreme G 1 
Extreme G 2 
FI Pole Position 
FI World Grand Prix 
FIFA 64 
FIFA '98 
FIFA '99 
Fighters Destiny 
Flyinq Dragon 
Forsaken 

Fox Sports College Hoops 99 
F-Zero X 


Vigilante 8 
Virtual Chess 64 
Virtual Pool 64 
V-Rally 99 Edition 
Waialae Country Club 
War Gods 
Wave Race 

Wayne Gretzky's 3D Hockey 
Wayne Gretzky's 3D Hockey 98 
WCW Nitro 

WCWVsNWO Revenge 

WCW Vs NWO World Tour 

Wetrix 

Wipeout 64 

World Cup '98 

World Driver Championship 

World Tour: Rampage 

WWF Attitude 

WWF War Zone 

XG2 

Yoshi's Story 
Zeldo 


This service should only be used with the agreement of the person responsible for poytng the Hill nnmher for persons aged under 16 years have a maximum cost of £3.00, the coll will be 

terminoted by forced releose ofter 5 minutes. Calls to the number for persons nwr Hnw nn-t|iitfliyiiait'.» nnd call time restrictions. Ensure you are calling from o touch tone phone. 

Accuracy of the information is not guaranteed. Please ;^j 4 ^g|pnts or queries in writing to inferaefive Te/com 8 Grants Walk, PL25 5AA 

ir FREEV>HON.E. GSGO 1982784 
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RUMBLE PAK 


Publisher Activision 

Developer: Traveller’s Tales 


Game Type: Platform adventure 

Origin: 

US 

Release: 

February 

Price: 

£39.99 


If ever there were an under-rated 
I concept, Toy Story is it. The first 
film started out as a Disney test- 
run of a new graphics style and the 
second film was originally intended to 
be straight-to-video! So before you start 
dissing this as a film-to-game bargain 
basket effort, take a step back- 
because it actually isn’t that bad. This 
may come as a shock after the pathetic 
attempt that was A Bug*s Life (also 
developed by Traveller’s Tales), but it 
seems that whatever the Toy Story 
licence touches turns to plastic gold. 

There isn’t a single person out there 
who doesn’t love Toy Story- it appeals 
to everyone across all age ranges and, 
oddly, so does the game. From a title 
like this it would’ve been so easy to 
hash together a simple adventure and 
aim it at the kids. Instead, what you get 

is some basic _ 

gameplay 
which follows 
the film’s 
locations to offer a variety of 
challenges. When you complete a 
challenge, you get a Pizza Planet Token 
to open up later levels. The great thing 


about this game is that on each level 
some of the tokens are really easy to 
get so younger audiences will have no 
trouble progressing through most of the 
game, but the real challenge awaits 
more advanced players in collecting all 
of the tokens. Perseverance will award 
you most, if not all, of the tokens, but 
there is enough of a challenge here to 
make you feel as though you’ve 
accomplished something. 

Td Infinity And 
Beyond 

On each level, you have to complete 
challenges set by characters from the 
films. Some challenges are the same on 
each level; these include collecting 50 
coins for Ham and finding Mr Potato 


first level you have to race RC around 
the garage and collect five of Bo Peep’s 
missing sheep. The tasks are similar on 
each level, but there is enough variety 
and challenge to keep them playable. 
On each level you also get Rex who 
provides invaluable titbits of advice on 
where to go and what to do in each of 
the levels, which aren’t exactly large 
but are definitely action packed. 

The graphics on the levels are fairly 
bland with uninspiring textures, but this 
can be forgiven since it’s supposed to 
be a cartoon world. What is surprising 
though is the complete lack of fogging 
on the levels. Unfortunately this means 
some pop-up, but it is minimal and 
doesn’t distract from the gameplay. 
Character animation is a bit of a 
disappointment because ‘adequate 


Whatever the Toy Story licence 

touches turns to plastic gold! 


Head’s missing 
body parts! Most of the other 
challenges include racing a variety of 
creatures and collecting items. On the 


animation’ isn’t something you’d expect 
from a Disney licensed game. Where 
this game really shines though, drawing 


TOY 


STORY 2 




























Room With 
Jl View 

If you can’t manage to get a lock on 
a target in third-person mode you 
can, with the tap of a button, see the 
0 1 world from a ’Buzz-eye’ view, in a 
nice touch, you also get to see your 
own reflection inside the helmet! 



ri 








The Evil 
Emperor 
Zurg 


To break up the main levels you get the 
occasional boss, each of which has its 
own themed arenas. 





This pneumatic drill on the Building Site 
level is one of the more tricky ones to 
defeat, as you have to run around girders. 


you into the Toy Story world, is in the 
sound effects. 

Falling With Style 

Everything from the sound of Buzz 
Lightyear’s laser to the swooshing 
noise of his wings opening has been 
faithfully recreated. It doesn’t stop 
there though, because the game also 
has a handful of speech samples 
thrown in for good measure. 
Unfortunately most of this is from the 
first film, but they are at least well 
known. It’s hilarious to hear Buzz say “I 
come in peace,” when shooting an 
enemy or “No signs of intelligent life!” 
when you fail to make a jump. As you 
wander through the levels you also get 
other characters from the film shouting 
out to attract your attention in perfectly 
recognisable voices. 

The main problem this game does 
have is when you try to make difficult 
jumps. It’s understandable that on later 


ss9jonio 

Ituestion 

O Loads of bits from the 
film 


A On the Building Site level, 
you have to use this big 
digger to raise Buzz up 
onto the girders - not so 
easy under fire! 


◄ On one of the levels. Buzz 
has to mix base colours of 
paint together to match 
the colours on the wall to 
receive a Planet token. 


The Red Baron is one of the first major 
boss characters you’ll come across; he 
has a nasty strafing habit which needs to 
be avoided. 


O Variety of good 
puzzles 

O Accurate voices on 
the characters 


O Large levels 

O Platforms can be a 
little unforgiving 

O Camera angles not the 
best of help 


f Something which resembles 
Ghostbusters* Slimer attacks you in the 
Alley levels. Each time you damage him, he 
gets bigger! 


▲ Buzz gets tired of waiting 
for the coffee pot to boil 
k and decides to use his 


laser 


speed 


the 


little 


process 


The best boss of all in the game has to be 
Buzz’s arch-enemy, the Evil Emperor Zurg 
himself. Unfortunately, he’s a little too 
easy to beat. 
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It appeals to everyone across all age ranges! 


Space Ranger, 
Universe 
Protection Unit 

All in all you get 15 levels for your 
pleasure in Toy Story 2 and although 
some of these are boss levels, there 
is plenty of exploring to be done. To 
top it all you can’t finish each of the 
levels the first time round anyway, 
because you need to unlock power- 
ups from later levels to allow access 
to new areas. For example, you need 
to collect the rocket jet boots from a 
later level to beat RC in a race on one 
of the earlier levels. This may be a 
simple way of claiming the game has 
replay value, but it does mean that 
you are getting value for money in a 
game which has no multiplayer mode. 
Breaking the mould of film 
conversion failures, this is a great 
game and (niggling flaws aside) is 
fun to play. ■ 




A Buzz takes kicking the 
bucket one step further. 
All object-pushing antics 
are restricted by the red 
lines on the floor. 


T Something tells me that 
this robot hasn’t popped 
over to have a nice 
relaxing chat over a hot 


levels the platform sections get more 
and more difficult, but this can go 
beyond frustrating at times. On one 
level, for example, you can spend a 
substantial amount of your time making 
your way up a lift shaft, only to fall all 
the way to the bottom at the final 
hurdle. Toy Story 2 can be very 
unforgiving even to the expert player. 
What is even more annoying is that 
jumps could be a lot easier if not for the 
cameras and the walls. 

You're Mocking Me, 
Aren't You? 

Attempts have been made to sort out 
the camera views in this game by giving 


more or less full 
control in two 
different j 

modes. Of f 

course, ' 

none of this 
actually helps 
when you are 
trying to 
negotiate 
your way 
across moving 
platforms in a 
timed race 
while being 
fired upon by a flying tin robot. The two 
different modes offer a slowly spinning, 
almost static 
camera, or 
a quickly- 
spinning 

camera, but there is no middle option. 
You’ll often find yourself switching 
between the two throughout different 
parts of the game. 

Perhaps the most annoying things 
about Toy Story 2 are the walls, or 
rather the contact between you and 
the walls. We’re not just talking dodgy 
clipping here; that would have been 
forgivable. When you touch or even 
brush along the wall, the otherwise 
Lamborghini-like Buzz slows down to 
the speed of a Lada pulling a caravan 
without wheels. This is especially 
annoying when you’re trying to jump 
from one small ledge to another small 
ledge, where contact with the wall is 
near unavoidable. 


SuppNedby: 

Control Zone 

Contact info: 

(01590) 677144 





































Batteries lUot 
Included 

Visit Mr Potato Head on each level and 
provide him with a missing body part and 
he’ll give you access to new gadgets. 
These allow you to collect more tokens in 
different levels. Power-ups include this 
shield and some rocket boots. 





A One of the many skills the 
talented Buzz supports is 
the ability to climb. Get 
used to it, there’s loads of 
climbing to be done. 


► Power up Buzz’s spinning 
attack and go off like a 
spinning top. Be warned 
though, this will leave him 
vulnerable to attack. 




nd opinion 

It looks fantastic, but the camera is annoying 
and it all feels too much like a PlayStation 
platformer. It’s not bad by any means, it’s just that we’ve 
played lots of good platform games lately. Get Donkey Kong 
instead and leave this toy on the shelfJSfeB^ 






► True to the film Buzz 
cannot fly, but tap jump 
while you’re in the air and 
his wings will pop out, 
giving you a little boost. 






Buzz To Th^ 
Rescue 

The final showdown in the back of a 
plane pits you against three game bosses 
who try to stop you from getting to 
Woody. After the hard slog to get here 
this is surprisingly easy, but it’s worth it 
just to see the scary vacant-looking face 
on Woody at the end! 




A Bug’s Life: Activision 
Reviewed: Issue 29, 59% 

Army Men: Surge’s Heroes: 3DO 
Reviewed: 35, 74% 


R: First-person 
view 


C Up: Camera behind • C Down: Spin attack 
C Left: Rotate camera • C Right: Rotate 
camera 


Ouerafl 


A great little adventure platformer for 
kids and adults alike. 
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IkicfearSCrikeSV' 


Mo nukes is good news! 




RUMBLE PAK 


Publisher 

THQ 

1 Developer: Pacific Power & Light | 

Game Type: 

Shoot-’em-up 

Origin: 

US 

Release: 

Out now 

Price: 

£54*99 (import) 


r ook long enough, didn’t it? The 

Strike series of games (beginning 
with Desert Strike on the Mega 
Drive) have been around since the Gulf 
War days of the early Nineties - which 
now we’re in a whole new century 
sounds even longer ago - but only now 
has it arrived on the N64. Nuclear Strike 
64 is a (sort of) conversion of the 1997 
PlayStation title; it’s not a straight port 
because changes to the mission 
structure have had to be made to handle 
the switch from CD to cartridge. Where 
the PlayStation game had five large 
maps, on the N64 the levels are broken 
up into smaller chunks. This is actually 
an improvement in some ways, the 
smaller maps helping to reduce 
repetition and cut down on the amount 
of flying back and forth you have to do. 

strike Tlirae! 

With a name like Nuclear Strike, you’d 
expect the threat of atomic armageddon 


in south-east Asia. Through his contacts 
in the black markets of the underworld, 
LeMonde has obtained a nuclear 
warhead, and plans to destroy the 
world. The evil maniac obviously hasn’t 
considered the ramifications of this plan 
every well, as it would cause him no 
small inconvenience himself, but insane 
megalomaniacs tend not to worry about 
this sort of thing. 

Enter the Strike Team, a multinational 
force dedicated to flying around the 
world blowing up bad guys and making 
the place safe for truth, justice and the 
Coca-Cola way. Most of the game sees 
you at the stick and collective of an 
Apache helicopter gunship, but there are 
several other pieces of nifty combat 
hardware for you to use, ranging from 
Harrier jets to hovercraft. 

Nuclear Strike is played from an 
isometric viewpoint, looking down on 
your chariot of destruction from behind. 
The landscape rotates around you as 
you 



You never know what your next 

challenge will be! 


Qiiestiofi 

O Lots of action 
O Varied missions 
O Highly controllable 
aircraft 

O Mass destruction 
O Quite tough 
O Dated 

O Limited replay value 


to be looming large, and you’d be right. 
The villain of the piece is a former CIA 
agent. Colonel LeMonde, who is the 
leader of a terrorist army causing chaos 


manoeuvre. This is the same viewpoint 
as on the PlayStation, but N64 owners 


get to play it without any texture 
warping or polygon pop. Some people 
might whinge that the ground is a bit 
blurry, but in actual play this isn’t 
noticeable - in fact, it makes things look 
that little bit more realistic. 

Raining Fire Donvn 
On Charlie 

The structure of the game is simple-as 
you complete each mission objective in 
a particular area, the next one is 
revealed, giving you a new location to 
reach or targets to destroy. Large 
sections of each map are overrun by 
enemy forces, however, so you’re almost 
certain to come under fire along the way. 
The control system gives you quite a lot 
of freedom of movement; the trigger and 
shoulder buttons are used to jink 
sideways, so proficient pilots can fly in 
circles around their target, keeping their 
weapons locked on while (hopefully) 
minimising the amount of damage they 
take. It’s actually quite a decent system, 
the only annoyance being that it‘s not 
always as smooth as you’d like. 

The mission system and range of 
different vehicles helps keep things 
varied - you never know just what your 
next challenge will entail. One minute 




Harrier Attack 

Some IwvU haw a Sm Harrlvr )ump-|ct for 
yvu to fly; but btfore you can taka wing you 
haw to find lU Tha aircraft is usually 
concaalad In a hangar; If you locata and 
dastroy tha hangar, tha Harrtar wilt ba 
rawalad. Onca youYs aboard, you haw accass 
to a plana thafi awry bit as manoauvrabla as 
your Apacha hallcoptar, but carrias a lot more 
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Options 

MEMORY: 

N/A 

CONTROLLER PAK: 


And pick him up before he’s shot! 


SuppKedby: 

Control Zone 

Zontactinfb: 

(01590) 677144 
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final targets. Managing your resources is 
vital, but even the most bullet-conscious . 
pilots can find themselves lacking lead ■ 
in their pencil at a crucial moment. It’s 
slightly annoying that when you die, 
your resurrected vehicle doesn’t 
automatically replenish its fuel and 
ammo stocks, but carries on with the 
""same amount it did just before its 
predecessor met an untimely end. This 
means that it’s all too easy to continue 
playing with almost no ammo remaining, 
or in a worst-case scenario to have only 
a few drops of fuel left in your tank. 

Nuclear Strike is definitely very 
playable, and on higher difficulty levels 
is challenging enough to keep even 
hotshot pilots busy. The only down point 
is that it is quite an old game - cutting 
edge it ain’t. On the other hand. 

Resident Evil 2 (reviewed last issue) was 
hardly the new kid on the block either 
and we gave that high marks, so 
playability wins out in the end. Which i^ 
how it should be, really! ■ 


B: Jink right 


C Up: HUD on/off • C Down: Wingtip missile • 
C Left: Missile • C Right: Select target 


R: Not used 



A: Main gun 



1 




D-Pad: Control 
vehicle 

■ 



Mtematnres 


Command & Conquer: Nintendo 
Reviewed: Issue 30, 90% 
Chopper Attack: GT Interactive 
Reviewed: Issue 18, 70% 


nifiaigs 


HutSo 


igiiiBiiigi 


ATime for some payback! This mission Is 
simple - just trash the palace of the North 
Kotaan leader. Serves the pinko creep rlghtl 


CboHenge 


Dveniff 


Soundbite 

Old-Style gameplay that still packs an 
atomic punch! 








A not exactly Sipeed, since 

the bus Is dohif about 
Sfflph, but deartnf a path 
forthe loed of escapifif 
hootafes Is stNl tough. 


you might be blasting gunboats, the 
next protecting a train full of dignitaries, 
then dropping mines into the paths of 
battleships. 

Muke 'Em High 

Something that’s quite surprising about 
Nuclear Strike is just how difficult it is. 
The individual missions aren’t all that 
challenging, but completing a series of 
them one after the other rapidly 
becomes worryingly difficult. Things are 
made even harder once certain mission 
objectives become one-shot affairs - if 
you mess up, you have to start the 
entire level again. Even if you manage to 
complete the earlier mission objectives 
successfully, you can still find that you 
don’t have enough ammo to take out the 


nd opinion 

It’s been a long time coming to the N64, but it 

- was definitely worth the wait. The graphics 

look great and the game handles superbly, with the levels now 
in proper 3-D. The only small gripe is the fact that you can’t 
always see far enough into the distance. Mike Richardson 


'Rating 




























































DIVISION OF GAMEPLAY.COM PLC 


Watch US now on fALL THESE 54f.E PRICES ARE VALID UNTIL 
JANUARY 31 ST OR WHILE STOCKS LAST! 



‘/Saturda^lOdm - 7pm, Sun 10am-4pm ^ ) 



^ To most areas in the 

UK, subject to security' 
checks and stock. 


All machines bought from Gameploy are folly 
guaranteed by Nintendo and we offer full after 
sales support. Unlike some of our competitors,* 
we only sell official UK consoles backed up by 
genuine British warranties. If your machine 
develops a fault within the guarantee period, we 
are the ONLY mail order compaiw who wi" 
COLLECT IT FROM YOUR DOOR AND 
REPLACE IT FREE OF CHARGE!! 


NINTENDO.^'>GAMES 


SALE OFFER! 

Deduct £I extra from 

each game if you 
buy 2 or morel 

Many of these offers are 
limited stock so please hurry! ^ 

1080” Snowboarding . . .£18.99 

40 Winks.£30.99 

Allstar Tennis '99 .£18.99 

Armorines.£33.99 

Banjo-Kazooie . £22.99 

Beetle Adventure Racing£19.99 

Body Harvest.£12.99 

Bomberman Hero.£10.99 

Carmageddon.£31.99 

Chameleon Twist.£13.99 

Command & Conquer . .£35.99 

Cyber Tiger.£32.99 

Diddy Kong Racing . . . .£21.99 
Disney's Magical Tetris .£30.99 



(Only available on Sky Digital) Console £59.99 

THE WORLD'S MOST N64 Consoles'in ImAc'c^r ;;!!;!!!!!!! £69.99 
MOWERFUL CONSOLES ^ ^ ^ £81:99 

AT BRITAIN'S MWMST PRICES! N64 Console + Turok Rage Wars . £89.99 

Console + Jet Force Gemini . £94.99 

(Console + Goldeneye . £79. 

+ Donkey Kong 6A & RAM .. £101/ 
N64 Console + Star Wars: Racer . £94.99 

SAVE MORE WREN YOU BUY THE FOUOWfNG 
AT THE SAME TIME AS A NEW NS4I 

Dust Cover . £3.50 

Top Drive Steering Wheel . £23.99 

Official Grey or Coloured Joypad . £16.99 

Rumble Pack . £2.99 

1 MB Memory Card . £4.50 

RGB/S-VHS Scart Cable . £4.99 

Logic 3 Carry Case . £14.99 

PLUS GET £1.00 OFF EVERY GAME BOUGHT AT 
THE SAME TIME AS YOUR NEW NSAIII 

Madden NFL '99 ... . . .£33.99 

Mario Golf.£35.99 

Mario Kart 64.£23.99 

Mario Party.£33.99 

Michael Owen's WLS . . .£35.99 
Mission Impossible . . . .£29.99 
Monaco Grand Prix . . . .£31.99 
Monster Truck Madness £32.99 

Mystical Ninja 2 .£38.99 

NASCAR Racing '99-£17.99 

NBA Jam 2000 .£33.99 

NFL Q'back Club 2000 .£33.99 

New Tetris 64 .£33.99 

NHL Pro 2000 .£38.99 

Premier Manager 99 . . .£26.99 

Quake.£19.99 

Quake 2 . £29.99 

Rainbow 6.£29.99 

Rayman 2 .£29.99 

Resident Evil 2. £38.99 

Re-Volt .£33.99 

Roadsters .£30.99 

Rocket - Robot on Wheels £31.99 

Rogue Squadron.£21.99 

Rugrats Treasure Hunt .£31.99 
Shadowman ....... .. .£39.99 


Joypad 

Minimum order value £14 to 
qualify, maximum of I free cable 
per week. Please remember to MyC 
for your cable if you want one. 



If you are not absolutely delighted 
with your purchase for any reason 
you may return it to us and we will 
gladly exchange it for you or send 
a refund. Simply ring for an 
authorisation number and return 
it to us by recorded delivery. 

(We will make a small restocking 
charge of £4 or 10% of the purchase 
price and we would ask that you 
return the item in perfect condition.) 

S ^*YOUR STATUTORY RIGHTS ARE NOT AFFECTED ^ 

ORDER WITH CONFfOfNCE from 
fr) one of the largest games suppliers in the 
" country. Over'350,000 customers so for! 

'' y’ fsf class delivery free ef charge 

to UK mainland. Guaranteed next 
' working day delivery from £4. Orders 
placed before 3pm are sent the same 
day (subject to stock). 

rfOOO'S OF TITLES. We also 
Istock games and accessories for 
'' PSX, Dreamcast and PC CD ROM. 

rOther companies may take your 
^MONEY immediately but with 
Gameplay you will be safe 
knowing that your credit card 
will net be debited until 
your order Is despatched! 

Order by credit card, cheque, 

Postal Orders or cash (please send 
cash in a registered envelope for 
your own protection). Please allow 
8 days for cheque clearance or add 
£1 for express same day clearance. 


Donkey Kong & 4MB RAM£46.99 

Doom.£10.99 

DukeNukem64.£14.99 

Duke Nukem Zero Hour £31.99 

Earthworm Jim 3D.£34.99 

EPGAGolf.£30.99 

Extreme Champ Wrestling £31.99 

Extreme G 2 .£33.99 

FI World Grand Prix . . .£14.99 
FI World Grand Prix 2 .£21.99 
FIFA Road to World Cup £27.99 

Fighting Force 64 .£31.99 

F Zero X. £10.99 

Gex 3D: Deep Cover Gecko£32.99 

Goldeneye.£23.99 

GT Racing 64.£9.99 

Hot Whe^s Turbo Racing £32.99 

Hybrid Heaven.£35.99 

Int'l Superstar Soccer 64 .£13.99 
Int'l Superstar Soccer 98 .£27.99 

Jet Force Gemini. £38.99 

Knife Edge.£10.99 

Knockout Kings 2000 . .£33.99 

Lego Racers.£32.99 

Lode Runner.£9.99 



Shadows of the Empire .£34.99 

Snowboard Kids.£23.99 

South Park .£39.99 

South Park Rally.£32.99 

Space Station Silicon Valley £32.99 
Star Wars: Pod Racer . .£39.99 

Supercross 2000 .£32.99 

Superman.£36.99 

Super Mario 64.£18.99 

Super Smash Brothers .£38.99 

Tonic Trouble.£32.99 

Top Gear Overdrive . . .£10.99 

Turok: Rage Wars.£33.99 

Twisted Edge Snowb'ing £10.99 

V Rally 99 .£15.99 

Vigilante 8.£13.99 

Vigilante 8 2nd Offence £31.99 

Virtual Pool.£13.99 

Wave Race 64.£23.99 

WCW Mayhem.£33.99 

Wetrix.£19.99 

Wipeout 64.£28.99 

Worms.£24.99 

WWF Attitude . £39.99 

Xena: Warrior Princess .£32.99 

Yoshi's Story .£31.99 

Zelda64 . £36.99 


LOGIC 3 CARRY CASE 

Cushioned interior, partitions 

AND POCKETS, DURABLE, 

.LIGHTWEIGHT & 
] WATERPROOF. 

£ 15.99 



HINT BOOKS 


1080° Snowboarding Secrets .£10.99 
Banjo-Kazooie Unauth'd Secret £9.99 
Diddy Kong Unauth'd Secrets .£10.99 
Gameboy Secrets & Strategies .£10.99 
Goldeneye secrets, strats & sols£10.99 
AAario 64 secrets, strats & sols £10.99 
N64 Secrets, strategies & sols .£14.99 
South Park Official Guide . . . .£10.99 
Turok 2 Unauthorised Guide . .£11.99 

Vigilante 8 Hint Book .£9.99 

WCW V NWO Revenge Guide .£10.99 
Zelda Official Guide Book ..£11.99 


Pokeman^Ked/blue 
iuii £19.99!! 



RUMBLE PACKS 

RUMBLE PACK WITH 

1MB MEMORY £8.99 
g6KB MEMORY £7.99 

RUMBLE 
PACK 




TOP DRIVE WHEEL 


programmab 


Steering Wheel & foot pedals 

with working gearstick. Fully 
le with leather 
steering wheel 
cover Works 
on N64, PSX & 
Saturn. Rumble 
facility.. 

RRP £49.99 

£ 24.99 



£4.99 

OR JUST £2.99 


CHJEMJCARTMJDG^ 

Datel Action 
Replay Pro 

CONTAINS LOADS OF 
BUILT-IN CHEATS FOR ALL 
N64 GAMES. YOU CAN 
ADD MORE CHEATS AS 
NEW GAMES ARE RELEASED 
OR IHVENT YOUR OWn! 

NEW LOWER PRICE! £25.99 
Fire Xplorer Cart £23.99 

msssssm 

The coolest furniture in the world! 
Choose from green, orange and 
blue. Two styles - Game 
Throne and Tomato 
chair £14.99 each. 
Experience the 
calming hypnotic 
effect that volcano 
lamps bring to your 
room. Choose from 
pink, green, orange, 
purple and blue. 

£21.99 

N64 Cheat Line 

09066 098050 

100 games & 
walMhroughs! 

Calls cost 60p per minute. 
Please ask permission 
before calling! 


MEMORY CARDS 



MEMORY CARDS ALLOW YOU 
TO SAVE HIGH SCORES, 

GAME position, REPLAYS 

Nintendo 256k Mmmoky card the 

ONLY CARD TO WORK WITH TUROK 2 & 

South Park..£13.99 
1 MB MEMORY CARD 
4 times bigger than the 256KB aaemory card. 
£4.99 OR £4.50 with a game 

8MB MEMORY CARD - 40 times bigger 
THAN THE 256KB MEMORY CARD. £17.99 


Joypad extender cable. £2.99 

Composite/RGB Scart Cable - 
Improve picture/sound quauty when 
CONNECTED TO A SCART TV . . .£5.99 
S-VHS Cable - higher quality than 
COMPOSITE SCART BUT REQUIRES SVHS 
COMPATIBLE TV OR VIDEO . . .£8.99 

Replacement RF Lead . £11.99 

Hi-Fi Audio Lead - Phono lead to 
CONNECT AN N64 TO A Hi-Fi .£9.99 
Dust Cover. £3.99 


NINTENDO.^^ j 

COLOUftf%VAILABLE 

BLACKr 

£17,99 EACH OR 
£ 16.99 EACH WHEN YOU 
BUY TWO OR MORE 


BL 


MEMORY EXPANSION 




Allows you to play all 
compatible games 
^.g. Turok 2, South 
Park) in hi-res graphics. 

NINTENDO 4MB RAM 
UPGRADE £23.99 
JOYTECH 4MB UPGRADE 
^£16.99 



phase Ring to ^6nfirm AVX TDn n riT? - 

AMP PRICES BEFO RE MDERmG_ 

Cut out this order form and post to: 

Gameplay, entertainment house, 

CROSS CHANCELLOR STREET, LEEDS, LS6 2TG 

Have you ordered before? Yes / No 



Gameplay also stock pre-OM^ned games 
in addition to our new games: 

✓ All games must pass inspection 
to ensure nearly-new quality. 

✓ All 2nd hand games are 
guaranteed for 3 months. 

✓ Extremely competitive price. 

This is how you can sell us a game: 

1. Your game must be in nearly new 
condition. We cannot accept anything 
with torn or stained manuals or damaged 
boxes and you must clean the CD before 
sending it to us. Remember that all 
games are tested when we receive them. 
If your game doesn't work, we will not 
buy it and you will have to pay a £4.00 
charge to get it back. 

2. You must ring us before sending 
your game in as prices for 2nd hand 
games can change quite regularly. You 
will be given an authorisation number 
which will be valid for three days. 

3. You will receive a credit for the 
agreed amount which you may use 
against other games, either new or used. 

If you would like to buy a 2nd hand 
game, simply ring seles for the current 
price. If your choice is not in stock, you 
may book a copy and it will be sent is 
soon as one .becomes available. All 
prices iisteu here are for new games. 
Please ring for 2nd hand prices. 


BUY,2 2MD HAND 
GAUrs, GET £4 OFF! 


GAMEBOY 
COLOUR & 
POKEMON 
£74.99 
^GAMEBOY 
CAMERA 
£28.99 

GAAIf BOY Color 

Tetris DX. £17. 

Game & Watch Gallery 2 .£19. 

Mickey Racing. £19.' 

‘Mission Impossible. £17.99 

i POKEMON Red/Blue each £19.99 

i Rugrats. £19.99 

: South Park. £22.99 

(Super Mario Bros. £19.99 

; Top Gear Rally & Rumble .£17.99 

Turok 2. £22.99 

V Rally . £20.99 

Worms . £17.99 

Zelda . £20.99 

Gameboy Action Replay . .£17.99 
Gameboy Rumble Pack . . .£9.99 
Gameboy SmarfCom . . . .£18.99 
Call for your FREE catalogue nowl 




Item description 


Price 


Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £1 .00 HERE FOR EXPRESS CLEARANCE* 


Bn 

^ lauiuif 


Postage is FREI for oil gomes shipped within the U.K. 
tptionol NEXT WORKING DAY DELIVERY ovoiloble: £4.00 
for 1st item plus £1.00 for each subsequent item. 
Overseos postoge - £2.50 per software item. 


P&P 

TOTAL 


Cheques payable to 'Gameplay'. 

Prices subject to fluctuation. E & OE. 


Card No. □□□□□□□□□□□□□□□□□□□ Expiry Date Issue No. □□ 


SWITCH ONLY 


Please note - express cheque clearance cannot be used for bank drafts or building society cheques. 


Sent to press 2/1/2000 










































































































































































































































niBA LIVE 2000 


TTmigB 


Slam dunk the funk with Jordan himself! 


<jjjj 


PLAYERS 


lurrah, another basketball game 
I has arrived! But hang on, it 
must be different, there’s a new 


EXPANSION PAK 


RUMBLE PAK 


Developer: 

EA 

Game Type: 

Sports 

Origin: 

UK 

Release: 

Out now 


number after it. Sarcasm aside, NBA Live 
2000 does actually have a couple of new 
features which attempt to justify its 
release, and we’re not just talking 
revised stats here either. Most 
noticeably, you can play one-on-one 
with basketball god jordan across a 
mean downtown street court, complete 
with local gangs in the background. 

Unfortunately, this new feature is a bit 
of a let down because, while it is fun to 
play, it doesn’t live up to the standards 
of the superb two-on-two mode in NBA 
jam. It’s a shame that a knockout 
tournament or league wasn’t included 
with this one-on-one; instead, you’re left 
with one-off matches. Fun fast becomes 
monotony when you realise that there is 
nothing to be gained from winning other 
than unlocking jordan as a playable 
character. Where this one-on-one mode 
really comes into its own, though, is 
against another human opponent. 


Space Jam 

The other major new feature which this 
game boasts are the facial animations 


during the obligatory slow motion 
replays. The main game animations of 
fancy dribbling and showman dunks all 
look good enough but aren’t exactly 
amazing and can, if anything, be a little 
jumpy in places. Graphically the game 
looks good, but again is no major 
improvement over every other 
basketball game. You still get the flat 
crowds in the background! 

One extra thing you do get in NBA 
Live 2000 is speech shouted out from 
the crowds and the occasional bit of 
banter between players on the court. 
This doesn’t make the game an audio 
masterpiece, but it does help to break 
up the commentary which otherwise 
could be annoying. For your pleasure 
you also get some stereotypical 


Play one-on-one with- 

basketball god Jordan 


and yes, this really is as 
silly as it sounds! Imagine your favourite 
basketball player mouthing a silent 
scfeam and you’ll get the idea of what 
they look like - it’s truly comical. 


Fortunately you only have to endure this 


L ^ “Ji 


rap style music to listen to, which is fine 
if you’re into that type of thing. When it 
comes down to it though, the chances 
are you’ll be too busy concentrating on 
the game to notice. 


Strawbeny Jam 

The game itself is fun to play and as per 
usual you get a plethora of camera 
angles and options to change to your 
needs. Controlling your players is easy 
enough and with the help of the 
shoulder button, tactical plays are made 
much easier. Hold down R and C button 
icons will appear on the screen - simply 
press the corresponding button to 
control or pass to a specific teammate. 
With this and the usual ‘switch to player 
nearest the ball’ button you can stay 
right on top of your game without 
worrying where other players are. The 
only drawback to this feature is that the 
camera doesn’t always show the whole 
court and, ultimately, where possible 
passes lie. 

NBA Live 2000 is a good basketball 
game with a few nice new features, but 
it doesn’t really jump out from the 
crowd. It’s a shame that the jordan one- 
on-one mode wasn’t exploited a little 
more, but at least you get something 
else for your money. Definitely one for 
the die hard fans only. ■ 




















































NBA Jam 2000: Acclaim 
Reviewed: Issue 35, 84% 
NBA Courtside: Nintendo 
Reviewed: Issue 16, 85% 


The Jordan one-on-one mode is great fun 
for showing off your skills against your 
mates. Better still, it provides a prime 
opportunity for abusing White Men Can't 
Jump quotes. 




R: Direct pass/ 
direct switch 


A: Pass/ 
switch player 


B: Block/ 
shoot 


C Up: Call pick/double team 
down/steal • C Left: Turbo • 
crossover/hand check 


O One-on-one game 
O Easy controls 
O Facial animations 

O It’s yet another 
basketball game 

O Jumpy animations 
O Nothing original 
O Can be too easy 


Z: shoot 


A The LA Lakers' star player tries to hold off the 
opposition while his teammates move into 
position near the basket. 


► Before every match all the 
players warm up with 
some simple stretching 
exercises. Work those 
muscles, lads. 


fid opinion 


Come on, how many basketball games does a 

= -' console need? That said, NBA Live 4,625 (or 

whatever) isn’t bad at all, though the passing system isn’t as 
intuitive as Nintendo’s NBA Courtside, The gurning facial 
animations are good for a laugh, though! 


VAt to INO 
LAO 4 2I2II 


Duerall % 


An above-average basketball game which 
tries to distance itself from the crowd. 
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An action-packed rollercoaster of a game? Fish on! 




Publisher 

THQ 

Developer: 

THQ 

Game Type: 

Fishing 

Origin: 

US 

Release: 

Out now (import) 

Price: 

£4999 



Options 


MEMORY: 

N/A 

CONTROLLER PAK: 
Saves fisher and stats 



Qiiestlofi 


O Tense and gripping at 
times 

O Loads of options 

O Mini-games 

O Two-player mode 

O Could fast become a 
comedy novelty 

O Graphics aren’t 
amazing 

O It’s still just a fishing 
game! 




A After a night out at the cinema our fisherman 
unsuccessfully tries to re-enact the final 
scenes of Face/Off. 


ATo cast In Baumaater 2000 you usa thto rad 
tafgot which pops up whan you pull down on 
tha stick. 


f n the eyes of most people, fishing 
simulations probably rank high up 
there with golf games for being 
notoriously dull and about as exciting 
as watching paint dry. A word of 
warning, then - Bassmasters 2000 may 
be a fishing game, but don’t make the 
mistake of falling for the stereotype. 
Sure, this game may be without 
shooting lasers and in-depth (no pun 
intended) storylines, but as any great 
hunter will tell you, the chase is often 
ten times more exciting than the kill! 

Like any fishing game, there is a 
certain amount of sitting around, with 
signs of action often only coming in 
drips, but the tension this creates is 
immense. When you spot your target, 
all the infuriating waiting is worth it as 
you play a battle of wits with a fish 
trying to avoid becoming your dinner. 

Alas, this is where the game first falls 
down. The fish are often too easy to 
capture once you have learnt the correct 
techniques of judging the tension on 
the line. This is relatively easy, thanks 
to a meter at the side of the screen 
which begins to go red when too much 
pressure is 


threatening a line break. On the plus 
side, however, where Bassmasters 
really jumps out the water is in the 
amount of detail with which you can 
plan your attack. 

Hool^ Line 
And Sinker 

There are loads of options in this game, 
allowing you to select everything from 
the kind of boat you drive around the 


no denying that it will take you a while 
to find your first fish and get used to all 
the ins and outs of the game. The next 
problem, of course, is actually catching 
one of the scaly little devils! Equip the 
wrong lure and the fish could swim past 
your hook without a care in the world. 
The tips do help here, but it can be 
frustrating to start with. What is even 
more frustrating is the fact that you 
cannot catch anything other than 

variations of bass. Catch a 
% catfish or a trout, for 


The chase is often more 

exciting than the kili! 


lakes in and the motors they 
have, to every possible 
imaginable lure, rod and line. These 
options are by no means unlimited, but 
there is enough here to make the game 
a challenge without becoming too 
complicated. Pick a noisy engine for 
your boat, for example, and you might 
scare off the fish. Thankfully, for the 
uninitiated there are loads of tips 
courtesy of ‘famous’ fishermen to help 
you choose the right lure for different 
weather conditions and different 
areas of the lake. If, on the other 
hand, you do know your Copper 
>poons from your Red Lizards then 
you’ll be pleased to hear that the 
game features three real lakes 
from the pro circuits. 

Unless you’re a fishing master 
who knows the ropes already, when 
you first start playing this game the 
initial reaction will probably 
be a feeling that 
you’ve been 
cheated. There’s 


example, and your character will 
automatically throw the fish back into 
the lake. This may be Bassmaster 2000, 
but it would have been nice to get a 
little credit for catching other fish as 
well, especially when another fish beats 
a bass to the bait! 

This is the best fishing game on the 
console to date^^nd although it may 
only be a fishing 
game with barely 
above-average 
graphics it still 
warrants a good 
look. There are 
even some sub¬ 
games and two-player 
modes to add a little 
variety and, for all you 
Deliverance fans, some 
funky banjo-plucking line 
dancing-style music 
while you fish. Squeal, 
little piggy! ■ 
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Master 


If you’if after some quick 
action, the game includes a 
guaranteed catch speed- 
fishing option and this 
rather bizarre game, where 
you have to cast into 
coloured hoops. 


In-Fisherman Bass Hunter 64: Take 2 
Reviewed: Issue 33, 84% 

The Legend OfZelda: Nintendo 
Reviewed: Issue 21, 96% 


Fisherman's 

Friend 


If v«iu I an cuirvif von 
Is 0 lint to niav. t* 
h.'ttle U uHt 

void ftsuing ^klll•v Uni- 
can'l I am each ofto t w- 
Uti.ils aiO'iad 2ml bcl 


R: Decrease 
tension 


C Up: Camera angle • C Down: Underwater 
view • C Left: Rotate camera • C Right: Rotate 
camera 


tccatiofi 

■ n« mu 


Z: Menu 


cBoghi o, 

8lb 14oz Largemouth! 


MM 


Tendon 


U>caUon 


Lurg Depth 


Loc^ition 


2 : 34 pm 


A Now that is one big fish! 
Fish lovers needn’t worry, 
though - the fish are kept 
^nd released at the end of 
the tournament 


Suppliedbyz 

Control Zone 

Contact info: 

(01590) 677144 


Total iilfchi 


^nd opinion 


f This is a very realistic fishing game in that you 
get to look at the water for what seems like 
hours without so much as a nibble. It is a reasonable game but 
the lack of fish make it a little disappointing. Maybe the 
fishery needs to restock the lakes! Russell Murray 














































































If this game were a car it'd be a Ford Escort - gcHid, but not 
essactly a dream machine! 




A As you drive around the track, not only does 
your car get totally plastered In mud but 
cracks will appear in the windscreen too. 


I PLAYERS I 



Jack It Up 



If you are unlucky enough to be the 
victim of a punctured tyre, you can stop 
mid-race to change it yourself. When you 
do this, the car jumps up in the air and 
the wheel magically flies off! 





f f there were one word to describe 
this game as a whole, ‘average’ 
would be it. There are some bits 
of the game which really do shine out, 
but on the other hand, there are times 
when the game screams out for help. 
One thing which is very noticeable is 
the fact that the game has included a 
two-player tournament, but has 
neglected to offer either Arcade or 
Time Trial modes. 

Perhaps the strangest thing about 
TGR 2 is the fact that the game, like its 
predecessor, doesn’t include any 
officially licensed cars. The whole idea 
behind any rally game is that it focuses 
on the cars themselves and the 
competition between the 
manufacturers as well as the drivers. 
This absence of favourites such as the 
Subaru is even more noticeable in the 
sequel, because all of the cars are 
spitting images of real-life vehicles. 
Odder still, buried in the game on 
billboards are logos of Toyota and 
Subaru - so were the official licenses 
removed at the last minute? 


Focus for an Argon Focal? The cars 
themselves look quite impressive and 
shiny, which is a shame because they 
stand out a bit too much in the dull 
surroundings. Even when you are racing 
through blazing hot deserts with sunset 
backgrounds, the environment feels 
more depressing than an episode of 
EastEnders. This isn’t to say that the 
graphics aren’t good, because minor 
fogging aside they are - it’s just that the 
scenery is bland and uninspiring. 

At its worst, the scenery often repeats 
itself (even on the non-random tracks) 
and when racing along some trails you’d 
be forgiven for thinking that you were on 
a circuit. The worst culprit for this is the 
repeating town square, which on one 
track crops up three times! 

The graphical effects, on the other, 
hand do spruce up the appearance of 
the game quite a bit. Like a true rally 
game, you now get water, dust and mud 
sprays galore as you powerslide round 
the corners and through the rougher 
sections of track. 

Tear Up The Track 


5iarc Your angiaes 

Either way, you get some good looking 
cars to race with. It’s just the same as 
playing an unofficial Fi game - just 


The water, and the mud in particular, 
looks really good because as it flicks up 
off your wheels you get splats on the 
screen. This doesn’t quite have the 

same effect if you aren’t 


More depressing than an 

episode of EastEnders! 


imagine they’re there. Besides, 
it’s much more fun to see the sillier 
names. Who wouldn’t swap their Ford 


playing with in-car view switched on but 
it still looks smart. To top it all, you also 



























































As you progress through the game 
winning races, you earn 
sponsorships which decorate your 
otherwise bland car. 
Unfortunately you can’t paint 
your car as you could in the first 
game. Sponsor logos start off 
i with small stickers, but soon 
f become full body designs. 


A It might’ve helped if the car had some tyres 
with any grip - this car ain’t going anywhere, 
let alone the direction you tell it to! 


A The most annoying things in this game are 
the tree canopies on the jungle tracks, which 
obscure your view completely. 


A Hope he remembered to 
¥dild up his windows 
before trying to drive 
through this mud! Dont 
try this at home, kids. 


A Make sure the other racers don*t 
trouble by taking them on tho^s 
pushing them out ont^tt 


A TGR 2 isn*t like most racing games, as all the 
racers have staggered starts. YouYe racing 
against the clock, not against the other cars. 






mCK-POINT 


O Improved graphics 

O Much better handling 

O Two-player tournament 
mode 

O Random track 
generator 

O No official licence 

O No Arcade mode 

O Uninteresting courses 

O Handling still not that 
good 
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A Just because this b a rally 
game doesn’t mean that you 
can’t try to make the other 
drivers* lives as difficult as 
physically possible. 


At times, this game can feel as if 
you’re driving a family car instead of a 
super-tuned sports demon. The controls 
are easier to get to grips with than in the 
first game but oddly, powerslides, which 
were easy in Top Gear Rally, are difficult 
as a result. The game itself isn’t too hard 
to start with, but does get challenging 
towards the final stages. If only an 
Arcade mode or a Time Trial challenge 
had been included to provide 
some variety. All in all, TGR 2 is 
just an average racing game with 
its fair share of ups and downs. ■ 


get cracks in your windscreen and what 
can only be bird droppings as well! 
Fortunately, all of this does clear off 
throughout the race so you can see 
where you’re heading. Yes, these rally 
cars have new technology that heals the 
very cracks in your windscreen! 

Something really disappointing about 
TGR 2 is the fact that car damage 

doesn’t appear. In the 


Top Gear Rally: THE Games 
Reviewed: Issue 7, 80% 
V-Rally ’pp: Infogrames 
Reviewed: Issue 21, 69% 


original Top Gear Rally you could 
literally beat your car up until it looked 
like a trash can on wheels. What you 
now get instead is damage to the car 
appearing on the screen, which can be 
repaired after each race. This is all fairly 
comprehensive and you do get to 
upgrade pretty much any part of the car 
on the repair screen, but there is one 
. major flaw. 

I Crash And Burn 

I The damage itself is far too random. 
H At times you will misjudge a corner, 
H careering the backend of your 
vehicle into a wall, and the game will 
inform you that one of your rear tyres is 
punctured and the rear drive train is 
bust. This is fair enough, but sometimes 
when you’re driving down a straight 
stretch of road and hit a bump, the 
whole car will fall apart around you for 
no reason at all. These are supposed to 
be rally cars, not your run-of-the-mill 
family wagons! 


A For the full-on rally experience at home look 
no further, this game does have some really 
breathtaking graphical effects. 


T** C*** Rally 2 

If you’re wondering why the game is 
called TGR 2 and not Top Gear Ratty 2, it’s 
because the people at the BBC have 
finally realised that the game name was 
the same as their series. And you 
wouldn’t want Jeremy Clarkson paying 
you a visit with a writ, would you? 


A: Accelerate 


B: Brake 


C Up: Rearview • C Down: Handbrake • 

C Left: Toggle camera view • C Right: Toggle 
camera view 


Z: Gearshift 
down 


driving a family car 


Dveroff % 


j TGR 2 is one of those rare games that elicits an 

— ' emotional response. Unfortunately, it*s anger. 

The car damage is so random and catastrophic that it makes 
the game all but unplayable - the tiniest bump can smash 
your vehicle to pieces! Complete cobblers. 


An average rally game which tries to 
amaze, but fails. 
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GET THE FOLLOWING ITEMS FOR LESS, 

IF BOUGHT AT SAME TIME AS YOUR N64 

MANTARAY CONTROLLER £10.99 

RUMBLE PAR & 1 MB 

MEMORY (NO BATTERIES) £8.99 

1 MB MEMORY CARD £5.99 

SCART CABLE OR VHS CABLE £5.99 

N64 CARRYCASE £9.99 

4MB EXPANSION CARD £22.99 

MAD KATZ WHEEL WITH RUMBLE £32.99 


FAX: 01993 840750 
website: ukcomputergames.com 


1ST CLASS SERVICE GUARANTEE; all machines are official uk 

CONSOLES AND ARE FULLY GUARANTEED BY NINTENDO FOR ONE YEAR AND 
WE OFFER FULL AFTER SALES SUPPORT. IF YOUR MACHINE IS FAULTY WE 
WILL COLLEQ IT FROM YOU AND REPLACE IT FREE OF CHARGE. _| 


Formally Excitement 
Direct Limited _ 


£9.99 £8.00 

£33.99 £29.00 
£32.99 £29.00 
a?.99 £24.00 
£36.99 £31.00 
£31.99 £28.00 
CALL ULL 
£33.99 £29.00 
£34.99 £29.00 
£34.99 £30.00 
£37.99 £31.00 
£32.99 £29.00 
£39.99 £34.00 
£34.99 £30.00 


OLYMPIC HOCKEY 
POCKET ROBOT ON WHEELS 
PREMIER MANAGER 99 
QUAKE2 
RAINBOW SIX 
RALLY MASTERS 
RAYMAN2 

READY 2 RUMBLE BOXING 

REVOLT 

ROAD RASH 64 

ROGUESQUADRON 

RUGRATS:TREASUREHUNT 

SHADOWMAN 

SOUTHPARK CHEFS LUV SHACK 
SOUTHPARK CHEFS LUV SHACK 
&VOCALISER 
SOUTHPARK RALLY 
SOUTHPARK RALLY & MAD KATZ 
WHEEL 
SPROCKET 
SNOWBOARD KIDS 
STARSHOT SPACE CIRCUS 
STARWARS3UCER 
SUPERCROSS 2000 
SUPERMAN 

SUPER SMASH BROTHERS & any 
Nintendo beanie or Link Action 
Figure 

SUPER SA4ASH BROTHERS & OFF. 
GOLD CONTROLLERS, any 
Nintendo beanie or Link oction 
Figure 
TARZAN 
TETRISPHERE 
TONIC TROUBLE 
TOP GEAR RALLY 
TOP GEAR OVERDRIVE 
TUR0K2 

TUROICRAGEWARS 
TUROK RAGE WARS &0FF.4nib 
EXPANSION PAK 
TUROK RAGE WARS & OFFICIAL 
GOLD PAD 

VIGIUNTE 8:2ND OFFENSE 
VIRTUAL CHESS 
V RALLY 

WAYNE GRETSKY 
WIPEOUT 64 

WCW MAYHEM & FREE N64 T-SHIRT 
WCWVSNWO 
WCW VS NWO REVENGE 
WORLD CUP 98 

WORLD DRIVER CHAMPIONSHIP 
WORLD DRIVER CHAMPIONSHIP & 
MAD KATZ WHEEL 
WORMARMEGEDDON 
WWFAniTUDE 
VWFWARZONE 
V(WFWRESTLEMANIA2000 
YOSHISSTORY 
ZELDA 


£33.99 

£33.99 

£13.99 

CALL 

£21.99 

CALL 

£19.99 

£19.99 

£33.99 

£35.99 

£24.99 

£38.99 

£33.99 

£34.99 

£24.99 


£33.99 
£33.99 
£18.99 
£33.99 
£33.99 
£22.99 
£33.99 
£33.99 
£17.99 
£14.99 
£9.99 
£32.99 
£32 99 
£13.99 
£18.99 
£37.99 
£24.99 
£32.99 
£12.99 
£17.99 
£31.99 
£36.99 


£29.00 GAUNTLET LEGENDS 
£29.00 GEX 
£16.00 GEX3 

£29.00 GOLDENEYE &N64GAMECASE 
£24.00 GRAND THEFT AUTO 
£20.00 GT64 

£30.00 HOLY MAGIC CENTURY 
£29.00 HOT WHEELS TURBO RACING 
£15.00 HYBRIDHEAVEN 
£12.00 INT.S‘STAR SOCCER 98 
£8.00 JETFORCEGEMINI 
£29.00 KNOCKOUT KINGS 2000 
£29.00 LEGO RACERS 
£12.00 LYUTWARS 
£16.00 MARIOGOLF&FREEMARIO 
£33.00 CAMERA 
£21.00 MARIO 64 
£29.00 MARIO KART 
£11.00 MARIO PARTY 
£14.00 MICHAEL OWENS SOCCER 
£28.00 MICRO MACHINES 
£32.00 MISCHIEF MAKERS 
miH MISSION IMPOSSIBLE 
_ MONACO GRAND PRIX 
MONSTER TRUCK MADNESS 
MYSTICALNINJA2 
NASCAR 99 
NBACOURTSIDE 
NBA HANGTIME 

_ NBA LIVE 99 

£36.99 £31.99 NBA LIVE 2000 
£14.99 £12.00 NBAJAM2000 
£17.99 £15.00 NEWTETRIS 
£32.99 £29.00 NFL OTR BACK CLUB 898 
£24.99 £19.00 NFL QTR BACK CLUB 2000 
£33.99 £29.00 NHL 99 
£10.99 £9.00 NHL BREAKAWAY 99 

£23.99 £21.00 NIGHTMARE CREATURES 2 
£6.00 NEWTETRIS 


40 WINKS 
ARMORINES 
1080 SNOWBOARDING 
ALL STAR BASEBALL 2000 
ALL STAR TENNIS 
BANJO KAZOOIE 
BASS HUNTER 

BEETLE ADVENTURE RACING 
^ BIO FREAKS 
■ BLASTCORP5 
W BODY HARVEST 
i CARMAGEDDON 
I CASTLEVANIA 
r CHAMELION TWIST 
' CHOPPER AHACK 
COMMANDS CONQUER 
DIDDY KONG RACING 
DISNETS MAGICAL TETRIS 
DOOM 64 
DUKENUKEM 
DUKE NUKEM ZERO HOUR 

■ DESTRUCTION DERBY_ 

; I DONKEY KONG 64 
I DONKEY KONG 64 & 
y OFF.4mb EXPANSION PAK 
B DONKEY KONG 64 SOFF.GOLD 
a CONTROLLER 
^ Get£3oRanyo(theaboveDK 
N gomes If you buy a Donkey Kong 
BeonlealthesomeUme. 
EARTHWORM JIM 
iEXTREMEG 
EXTREME 62 
J EUROPEAN PGA GOLF 
I FI WORLD GRAND PRIX 
f FI WORLD GRAND PRIX 2 
FORSAKEN 
FZERO 


CALL 

£19.00 

CALL 

£13.00 

£16.00 

£29.00 

£30.00 

£21.00 

£33.00 

£30.00 

£30.00 

£21.00 


Color Gomeboy now availoble in various 


colours: Berry Red.Vcllow. 
n.Turquoise.Clear,CleorPurple A PurpU 
“BUY ANY 2 SAMEBOY 6AMES ^ 
AND ©ET £2 OFF THE TO TAL" ^ 


£39.99 - 

£33.99 £30.00 


£30.00 

£21.00 

£20.00 

£30.00 

£29.99 

£27.00 

£14.00 

£16.00 

£29.00 

£29.00 

£32.00 

£14.00 

£15.00 

£8.00 

£12.00 

£29.00 

£29.00 

£29.00 

£9.00 

£29.00 

£12.00 


£37.99 

£23.99 

£24.99 

£34.99 

£36.99 

£31.99 

£16.99 

£24.99 

£33.99 

£33.99 

£36.99 

£16.99 

£17.99 

£9.99 

£14.99 

£33.99 

£33.99 

£33.99 

£11.99 

£33.99 

£14.99 

£12.99 

CALL 

£34.99 


£62.99 - 
CALL aLL 
a4.99 £21.00 
£12.99 £10.00 
£39.99 £32.00 
£32.99 £28.00 
£32.99 £28.00 


a RREE yoyo wITK eeve 
<S«arr\eEt:>o v. AVsbK ciT -t-lmeE 

FULL COLOUR OAMEBOY GAMES 


SPY VS SPY.. 


,£21.99 THREE LIONS. £2^ 99 1 I ' ll I ' lUaJia 

£21.99 TOCA TOURING CARS £21.99 SUPER MARIOLAND 

£21.99 TOM 4 JERRY . £22.99 uAMEBOY MACHINE 

£21.99 TOP GEAR RALLY (+RUMBLE) ... £21.99 GAMEBOY POCKET 


CRAZY BIKERS 


£21.99 GAMEBOY POCKET 4 CAMERA 


£21.99 TUROK 2. 


GRAND THEFT AUTO. 

INT, SUP'STAR SOCCER 99 
HOLY MAGIC CENTURY . 


£21.99 4 CASE 


.£42.99 
,£39.99 
.£17,99 

.... . . £7.99 

POWER SUPP. 4 BAHERY CHARGER £14.99 
£7.99 LINK LEADS •UNivEflSAi.GB.GBPSCO* £9.99 


£57.99 - 

CALL CALL 
£13.99 £10.00 
£33.99 £29.00 
£17.99 £15.00 
£17.99 £15.00 
£19.99 £15.00 
£33.99 £29.00 


£21.99 GAMEBOY POCKET PRINTER 


LUCKY LUKE 


MARIO GOLF . £21.99 ZELDA. 

MAYA THE BEE.£21.99 OTHER GAMEBOY GAMES 

MICRO MACHINES. £21.99 ALLEYWAY. 

PACMAN .. £21.99 BEAVIS4BUTHEAD 

POCKF TALES CONKER.£21.99 DONKEY KONG LAND ... 

REVELATIONS DEMON SUYER £21.99 DR MARIO. 

R-TYPE £21.99 FINAL FANTASY LEGEND 1, 

RESIDENT EVIL £21.99 JAMES BOND 007 

SUPER MARIO BROS DELUXE £21.99 MARI04Y0SHI 

STARWARS RACER £21.99 WARIOLAND10R 2 

STREET FIGHTER ALPHA £21.99 ZELDA. 


GAMEBOY 

CAMERA 

£ 21.99 


Forcee Feedback 
Vibration 
Built-in Amplifier 
Stereo Speakers 
1 0-Hour 
Rechargeable 
Battery 


£49.99 


£49.99 - 
£33.99 £29.00 
£22.99 £19.00 
£15.99 £12.00 
£11,99 £9.00 
£23.99 £20.00 
£33.99 £29.00 
£14.99 £12.00 
£19.99 £17.00 
£12.00 
£34.99 £30.00 


£63.99 - 

ULL CALL 
£41.99 £34.00 
£32.99 £17.00 
£36.99 £31.00 
£32.99 £29.00 
U7.99 £24.00 


I US GAMES I 


DIE HARD 64 
DOOM 

FIFA RD TO WORLD CUP 98 
GRANDTHEFTAUTO 
HARVEST MOON 
MISSION IMPOSSIBLE 
QUAKE 

READY TQ RUMBLE 

RESIDENT EVIL2 

SUPERMAN 

TOYSTQRY2 

TUROK RAGE WARS 

WCW MAYHEM 

WINBACK 

WWFAHITUDE 

WWFWRESTLEAWNIA 

XENA: WARRIOR PRINCESS 


£6.00 
£52.99 £39.00 
£39.00 
£9.00 
£6.00 
£52.99 £39.00 
£52.99 £39.00 
£29.99 £24.00 
£52.99 £39.00 
£39.00 
£52.99 £39.00 
£52.99 £39.00 
£49.99 £39.00 
£52.99 £39.99 
£52.99 £39.00 


MOTORISED 
i: ACTION 
k FIGURES 


ORDSR YOUR DRSAMCAST NOW FOR ONL.Y £109.99 
eSAMeS ^ 35.99 

BLUE STINGER • EXPENDABLE • INCOMING • MONACO GRAND PRIX • POWERSTONE • SEGA RALLEY 2 • SONIC ADVENTURES 
• SPEED DEVILS • TRICKSTYLE • VIRTUA FIGHTER 3tb > HOUSE OFTHE DEAD 2 » UEFA STRIKER AND MANY MORE..., 


V OFFICIAL 
A COLOURED 

Controllers 

C17.n or £16.99 
for two or moro 
IN CLEAR PURPLE 


Pack of three 
(Zelda, Link & 
Gannon) 

Single Large 
Figures 

.Link_ 


NINTENDO BEANIES 

They are sooo cute... 

Available - Banjo with Kazooie, Mumbo Jumbo, Yoshi, Donkey 
Kong, Diddy/kong. Bowser, Wario, Mario, Luigi & Toad E7.99 
Buy any^three toys and get Mum^ Jumbo FREE. 

I ^ Talking Beanies... 

Bomfstr a Donkey 

Character 


Gannon/ 


EACH 


DONKEY KONG 


DIDDY KONG 


INTERACTOR 

L»ts You Cxp*rl*ne* 

L th* Blow*, Kick* and 


CANDY KONG 


CRANKY KONG 


9am-9pm Monday, 9am-8pm Tuesday-Friday, 10am-6.30pm Saturday ^10.30am-4pin Surid^ay^& B^ank Holiday^^^ 


NAME: 


PRICE 


ITEM 


9'LaraJuni|l«Oullii 


POSTCODE:.TEL:. 

CARDHOLDERS SIGNATURE: . 

( THE cmeoiT CAm given must ae eEOisTEPieo in Youn name at the oEuvEny AooeEssi 
IF YOU ARE PURCHASING A GAME WITH AN IS CERTIFICATE PLEASE 
SIGN BELOW TO CONFIRM YOU ARE OVER 18 YEARS OLD 


*'Buy Male 
Major 
for Just 
£4.99 if 
purchased ’ 
at the same 
time as 
Female 
Jungle 


FROM £9.99 

SET OF EIGHT ONL Y £66.90 
Set of Eight MGS Figures 
a Set of Three MGS 
Stealth Figures 

ONLY C» 4.»9 


I CONFIRM I AM OVER 18 YEARS OLD . tiooiwea 

CASH Q CHEQUE (IMMEDIATE CHEQUE CLEARANCE) Q POSTAL ORDER 

CARD NUMBER I || || || || II II II II I I II II II II II IDPrUIZ] DAT& EH EH CH EH NO.^^ EH 

PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE. 
CHEQUES PAYABLE TO: WICKED WARE LTD, 1ST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD, CARTERTON, OXON , 0X^3)^ 
Inevitably some items may not yet be available. Please phone to check availability. f FgF 

- • - Ret:N64MAG 


CARD 


Prices correct at time of going to press. E&OE. 


Marine' 


FAMILY BEANIES (buy all four for only£23.99) 


USUALLY WITHIN 3 WOmCING ITAVS 
PosTAcc jpime wm ifK 
IPTIONAL BECOHftSP PEUVEITY gf 


Just ADD £2 to any of the N 64 packages 
if you want a GOLD coloured Official Control 
Pad instead of a grey on 


ACTION FIGURES 


CALL FOR DETAILS 

POK^MON 

WATCHES NOW AVAILABLE 


ROKEMOW* 

T’SHIRTS 
NOW AVAIL.ABL.E 
PLEASE CALL FOR 
OTHER GREAT 
DESIGNS 


RUMBLE PAKS CABLES A CARPS 


CONTROL PADS 


LICENSED NINTENDO PRODUCTS 


MISCELLANEOUS 
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floating around an insipid backdrop. You 
know there’s something severely wrong 
when the loading screens provide more 
entertainment than the actual game. 

To be fair, Asteroids Hyper 64 does 
exactly what it says on the tin. But will it 
stick? Unfortunately not, as it’s come ten 
years too late. Perhaps Crave could have 
churned out a version a decade ago, but 
this hardly constitutes 64-bit 
entertainment. And before anyone 
preaches the gameplay-over-graphics 
argument, don’t bother. The manifold 
options and nuances squeezed into the 
game hardly constitute prolonged 
gameplay value. Let’s take a look... Ah 
yes, there are 15 different types of rock 
(in colour-coded radioactive varieties) 
that send your ship’s functions haywire, 
random exploding asteroids, heat 


has thrown everything but the kitchen 
sink at it features-wise, naturally. But 
they had to. At the very least we 
expected it to be turned into 3-D, with 
the option of a classic version chucked 
in for good measure. Or even, with teary 
nostalgic thanks to Capcom and Atari, 
bundling it together with several other 
bygone classics. 


f magine the time it took to program 
something like Donkey Kong 64 or 
Zelda. All those lines of code, so 
long that that the final version seemed 
more like deciphering a strand of human 
DNA than a means of entertaining 
gamers for days. Now cast your minds 
back to the birth of videogaming around 
1980 (if you can!), when Space Invaders 
and Asteroids gobbled the coins in 
sweaty arcades and cross-channel 
ferries. Simple entertainment for the 
punter who wouldn’t have known a 3-D 
polygon if it came up and gave him a six- 
hour seminar. You see our problem? 

Asteroids, a game so basic your 
granny could play it while emptying her 
colostomy bag with the other hand, has 
leapt onto the N64 with more of a 
whimper than a bang. Developer Syrox 


How wrong we were. All we’re left with is 
a glorified 2-D ‘extravaganza’ featuring 
50 levels of increasingly difficult - no 
make that annoying - levels of giant 
boulder-related mayhem. Hang on a mo, 
there’s a four-player mode too. 
Whoopee-frickin’-do! Now four players 
can revel in the thrills of firing a 
peashooter at lumps of rock randomly 


Will Asteroids rock your world? 


PLAYERS 


EXPANSION PAK 


RUMBLE PAK 


Publisher 


Developer: 


Action 


Game Type: 


Release: 


T Send a killer pulse spiralling outwards. This 
is just one of the multifarious weapons made 
available to your tiny killing machine. 

























Throughout the levels 15 different 
alien types make a nuisance of 
themselves and there are a number of 
weapon-enhancing power-ups such as 
orbiting satellite guns, mines (homing 
and standard) and smart bombs with 
which to dispense intergalactic justice. 
The sad truth is that you lose interest in 
wiping out more of the same very, very 
quickly. All in all, then. Asteroids Hyper 
64 is a game out of time veiled in a few 
next generation trimmings that virtually 
every player, bar simpletons and die¬ 
hard fans, will want to avoid. ■ 


seekers and the cloaked variety which 
disappear and reappear at will. 
Everything you’d expect from a shoot- 
’em-up. 


The problem lies not in the 
programming, as that’s been achieved 
with aplomb - everything’s smooth and 
the controls are responsive and tight. It’s 
the simplistic nature of the actual game. 
For the record. Crave has tried to make 
the most of a genre that was always 
going to be an uphill struggle with 
various modes of play, but even the 
multiplayer games veer swiftly into the 
realms of extreme tedium. 


Robotron 64: GT Interactive 
Reviewed; Issue 17, 82% 
Gauntlet Legends: Midway 
Reviewed: Issue 33, 82% 


Go back in time to 1979, and youli find 
the original Atari arcade machine all over 
the place (back in the days when Atari 
was a force to be reckoned with, and not 
merely a feeble subsidiary of Midway). 

Black backdrops, white vector 
^ graphics... but somehow it’s still more 
playable than the colourised update! 
Mk Why couldn’t this have been 
MA included in the game? 


Hyperspace 


C Up: Activate weapon • C Down: Activate 
weapon • C Left: Activate weapon • C Righ 
Activate weapon_ 


O Acceptable if you’ve 
popped through a time 
gate from 1980 
O Smashing fun - for 
about ten minutes 

O A gameplay dinosaur 

O Should be packed free 
with a proper game 

O Crap graphics 
O Repetitive gameplay 
O Ridiculously tough 


opmton 


Well, it’s Asteroids all right, only 
with loads of complete unnecessary 
gimcracks and pointless 
’enhancements*. More to the point, 
with dark rocks zooming across a 
dark background, it’s verging on the 
unplayable at times. Another of 
those ‘what’s the point?’ updates of 
classics. Andy McDermott 




Options 

MEMORY: 

N/A 

CONTROLLER PAK: 
Saves game position 




A Worlds vary only in a very insignificant way. 
At the end of the day, it's just a case of 
blasting absolutely everything in sight. 


An acceptable version of a game that 
time forgot. 



In ' 
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RUMBLE PAK 


Publisher _ Infogrames 

Developer: Infogrames Sheffield 
Game Type: Sports 


PLAYERS 


EXPANSION PAK 


r his may sound biased, but golf is 
a dull and boring sport which is 
about as much fun to watch as 
paint drying [nah, no bias there - Ed]. To 
play it can be fun, but is more often than 
not frustrating. Why is it, then, that 
when a computer game comes along 
with the perfect opportunity to liven up 
the monotony of the real game, you get 
a perfect conversion? 

This wouldn’t be so bad if you had 
some famous names to shout insults at, 
but instead, EPGA Golf\s full of 
European stars who nobody has ever 
heard of. The game isn’t exactly doing 
the tournament any favours either by 
not including any crowds of spectators! 
Does nobody watch EPGA? There’s quite 
a difference between playing against 
Nick Faldo and somebody called Fredrick 
Lindgren. There just isn’t quite the same 
sense of achievement when you thrash 
an unknown at the final hole. 

Comedy TVousers 

Flaving said that, progressing through 
the rankings in an EPGA tournament is 
no easy task, and for once this isn’t 
because of a dodgy control system. By 
holding down the C Down button you 
can more or less decide where you want 
the ball to go through the air. Of course 
this fictional line will be tainted 
somewhat by wind and your own skill on 
the trigger finger, but it does make 
planning your shot easier. You don’t get 


and any type of shot you want. This 
includes backspin, punch shots, high 
pitches, lob and so on. Where this game 
really goes above par, though, is with 
the putting system, which is far too 
easy. In Standard mode, with the 
guiding line on the green, it is more or 
less impossible to miss a single putt! 
Once you get a feel for the controls, it is 
recommended you switch over to 
Advanced mode to test your skills. 

Three Elbows 

The biggest disappointment in this 
game is the animation. A golf game, 
especially one with only four courses, 
can’t take up too much space on a cart, 
so you might expect attention to detail. 
Unfortunately, you’d be wrong. At times 
the animation on the players when they 
aren’t playing makes them look like 
pieces of jelly. It can’t be possible for an 
arm to have that many joints! Something 
else you usually get in a golf game is the 
animation of the swing as you control 
the meter. In EPGA, however, your player 
doesn’t hit the ball until after you’ve 
nervously tried to stop the speeding bar 
on the small line. 

What this means is that you just don’t 
feel as connected to the game, but 
instead get a cut-scene of sorts. The 
weather effects and the graphics in 
general are all decent enough, but there 
just isn’t enough attention to detail. 
Most noticeably you don’t get any flying 


divots and. 

Full of European stars nobody 

has ever heard of! 

this line in Advanced mode, but you 

can still get a rough idea of where the perhaps more seriously, no sand sprays 
ball is going. in the bunkers. This is a fun-to-play 

With a quick tap of another button game, but because of the lack of detail 

you can also select virtually any club it’s a little too repetitive. ■ 


rni|»lecl 


by an average 


An 


You’d never think that I broke 
every bone in my body just three 
V days ago, would you? 


EUROPEAN PCA TOUR GOLF 
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Know Your 
Golfer 

Scotsman Colin Montgomerie is 
currently the European number one and 
has won literally millions of pounds 
from his golfing career. He doesn’t 
restrict his skills to the EPGA though, 
as he is also known to dabble in the US 
tournaments. He even has an MBE! 





^ In Advanced mode, all you 
get to help you is an arrow 
on the floor pointing in the 
general direction in which 
you’re going to hit. 


Wicked 
Golfer Will 


Believe it or not, the default golfer in 
EPGA Go//is a perfect lookalike for the 
one and only Will Smith. Perhaps he likes 
to get jiggy wid’ the European circuit in 
his spare time! 




na opmmn 

“Hello, Tm an EPGA golfer and my arms are 
made of Spam. Mahowf” If you can get over the 
unintentionally comedic player animations, EPGA isn’t bad at all, 
but it’s nowhere near as playable as Mario Golf. Unless you 
must have realism, go with Mario instead. Andy McDermott 


'Rating 


NlRlRl 



A A superb shot onto the green. With the target 
switched on, it actually isn’t that uncommon 
to get the ball in from here. 



A Who would have thought It - a professional 
experienced golfer and he misses the ball 
completely. A few drinks at the clubhouse? 



A This is definitely not his day; not only is it 
pouring down with rain, but he’s managed to 
land the ball in the only bunker on the hole. 



L: Curve shot 


R: Curve 
shot 


B: Select 
clubs/shot 


A; Play shot 


C Up: Not used • C Down: Aim shot • 

C Left: Display map • C Right: Camera view 


D-Pad: Aim 
shot 


Anermtthfes 


atiMting 


J^veraU 


Si 

Soundbite 

A below average and fairly repetitive 
golf game for EPGA fans only. 


mm 


mmmo 


CbaOefige 

mm 


Mario Golf: Nintendo 
Reviewed: Issue 29, 88% 
Waialae Country Club: Nintendo 
Reviewed: Issue 18,15% 


Graphics 

PRIil 
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JUternathfes 


Hating 

Graphics 


Game Type: Platform adventure 


Hifclfo 


First Reviewed: Issue 29 (US) 

Release: _ Out now 

Price: £39*99 


tSameplety 


Chaiienge 


O^eraii % 

m 

nrrnrrijr^r^. 

One load of bugs that are just asking 
for some boiling water! 


'PerformarKe 

How does the UK version 
compare in terms of 
speed to the import cart? 

Same as NTSC 


PLAYERS 


EXPANSION PAK 


RUMBLE PAK 


Publisher 

Activision 

Developer: 

Traveller’s Tales 




Does this bug you? 


Donkey Kong 64: Nintendo 
Reviewed: Issue 35, 93% 
Rayman 2: Ubi Soft 
Reviewed: Issue 33, 94% 


Life was a great film, one 
I those ‘fun for all ages’ jobs 

'.^^BUthat left a big smile on your face 
at the end. Unfortunately, the N64 game 
of A Bug's Life is only likely to leave a 
smile on your face when you turn it off. 

The game is a platform adventure 
which at least vaguely follows the plot 
of the film - Flik the ant has to find help 
to save his colony from the evil 
grasshopper horde led by Hopper. It 
even has some original ideas - Flik has 
to use various types of seed to grow 
plants (and, er, mushrooms, which is 
quite a trick) in order to proceed 
through the levels and defeat enemies. 
However, whereas in the film Flik was a 
peaceable fellow who used brain 
instead of brawn to sort out Hopper, in 
the game he’s a rampaging psychopath 
who slaughters his way through the 
levels, killing every non-ant lifeform he 
encounters. Walt Disney must be 
spinning in his cryogenic chamber! 

The main problem with A Bug's Life is 
that it’s very repetitive, most of the 
game revolving around finding and 


▼ Flik’s in the big city! Well, that’s ‘big’ in a 
relative sense, as you can tell from the Empire 
State-sized Coke can. 


planting seeds 
while fending off 
attackers. It’s also 
annoying to play, 
being worryingly jerky and 
featuring an awful lot of pop¬ 
up. Even if you argue that the game is 
meant for younger players, it’s easy to 
see that they’re not going to put up with 
the tedious gameplay for long. When 
you think how good the film was, A 
Bug's Life is a real let-down. ■ 





















































































_ t Forc4 G^mili! 

More/ 

Most Nintendo magazines 
Pevote 10-12 pages to s^mmwh 
have 132 packed page#%er>^i 

SORTED/ 

64 Solutions giv 
mapS| handy hin 
latest piish-butto 

^lAirr/ 

132 pa^es of una 
gaminiiiiieaven! 


e complete 
A-Z of N64 
cheats and tips. 


ORDER NOW 

Please rush me 64 Solutions #15 
priced at £4.95 including postage and 
packing. 

I would like to pay by: 

□ Cheque/Postal Order 

(Please make payable to Paragon Publishing Ltd) 

□ Credit Card □ Switch/Delta 


Name:.... Please return this coupon or a photocopy 

Address- .... ** (together with your cheque/PO 

made payable to Paragon Publishing Ltd) 
in an envelope and post it to us free 
(within the UK) to the following address: 


Card type: 


Postcode: 


64 SOLUTIONS SUBS/BACK ISSUES, 
PARAGON PUBLISHING LTD, 
FREEPOST (BH 1255), 
BOURNEMOUTH BH1 2TA. 


Phone number:...... Alternatively fax your coupon to 

Card number:. ^ (01202)200217 

Expiry date:.... ■9*'® .... 24 hour order hotline on: 

Switch/Delta number: .. Date:..... (01202) 200200 
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Cheat Central only prints the 
very latest cheats and tips for 
the N64; if you want to check 
out older cheats, our sister 
magazine 64 Solutions contains 
a regularly updated archive of 
top tips. Alternatively, you can 
go online and browse the 
database of cheats at 
http://www.totalgames.net 


Sponsored by Xplorer 64 from Blaze 
Cheat Central is now sponsored by 
Blaze, and to celebrate this Blaze is 
giving away five of its fantastic 
Xplorer 64 cheat cartridges to 64 
Magazine readers every issue! 

To enter, just answer this question: 

nMIhat Is tfM MMM off tlM 

Send your answer to Xplorer (36) 
compo at the usual address, to arrive 
before 24 February! 


Here it is, the complete list of all the special moves for each of the weapons ready for you to wreak 
havoc on your mates. 


N 


NUCLEAR 

STRIKE 

Having a spot of trouble defeating 
the forces of evil? just enter 
these codes! 

Invincibility 

On the Code screen, enter CPPLM. 

Extra Armour 

On the Code screen, enter PCPNL 


Brimstone Burner 

Attack 1: Right, Left, Up, Machine Gun 
Attack 2: Right, Left, Down, Machine Gun 
Attack 3: Right, Left, Right, Machine Gun 

Bruiser Cannon 

Attack 1: Down, Up, Down, Machine Gun 
Attack 2: Down, Up, Up, Machine Gun 
Attack 3: Down, Up, Right, Machine Gun 

Buiiseye Rockets 

Attack i: Up, Down, Down, Machine Gun 
Attack 2: Up, Down, Up, Machine Gun 
Attack 3: Up, Down, Right, Machine Gun 

Interceptor Missiles 

Attack i: Up, Up, Down, Machine Gun 
Attack 2: Up, Up, Up, Machine Gun 
Attack 3: Up, Up, Right, Machine Gun 


Roadkill Mines 

Attack 1: Left, Right, Down, Machine Gun 
Attack 2: Left, Right, Up, Machine Gun 
Attack 3: Right, Left, Right, Machine Gun 

Sky Hammer Mortar 

Attack 1: Down, Down, Down, Machine Gun 
Attack 2: Down, Down, Up, Machine Gun 
Attack 3: Down, Down, Right, Machine Gun 


H 64 


Having trouble with the cops on the road, or perhaps you have a strong desire to play as one? Well, read on... 



Quad Damage 

On the Code screen, enter BDGFK. 



Alternate Colours 

Press Up or Down at the Bike Selection screen to 
change rider and bike colours. 

Play As Cop 

At the main menu screen press Z, C Left, C Down, C 
Left, Z, L, R then C Down. This will unlock the cop as 
a player. 

Kill The Cops 

When you come across a cop on the side of the road, 
line up with him and wheelie onto his back to knock 
him out with one hit before he starts to chase you. 

DiKige Cops 

If you are racing on a level with grass, simply drive 
onto it when the police appear and you will be safe 
from arrest. 

Faster Bikes 

At the main menu screen, press C Up, C Left, C Left, C 
Right, L, R, C Down then Z to unlock the two fastest 
bikes. To get them normally, you have to finish all of 
the races in Big Game mode. 


Female Biker 

At the main menu screen, press C Right, C Left, Z, L, R 
then CUp to unlock the biker chick. 

Harder Rides 

To make the game even harder at the main menu 
screen press C Up, C Left, C Left, C Right, L, R, C Down 
then Z. 



Level Passwords 

Level 2 Right, C Right, Z, Right, Left, C Up, C Left, C Up 
Level 3 Right, C Right, C Right, C Right, Right, C Left, C 
Down, Z 

Level 4 Right, C Right, C Down, C Left, C Right, C 
Right, Z, Left 

Level 5 Z, C Right, C Down, C 
Left, C Right, C Right, Z, Left 
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WINBA<K 

Make sure your covert operations go a little smoother with these 
cheat codes! 


More Multiplayer 
Characters 

Instead of trying to play through 
the game to get them all, when 
it says ‘Press Start’ on the main 
menu simply press Up, Down, 
Down, Right, Right, Right, Left, 
Left, Left, Left, C Up and Start. 


Flamethrower 

To use the flamethrower for 
multiplayer play select 
Thunder as your character, 
then in the game raise your 
weapon, then press reload 
to fire the flamethrower. , 


Pistol Lock-Ons 

To extend the range of 
the auto targetting on 
the Pistol, change to 
your pistol, quickly 
switch to the machine 
gun and then back to the 
pistol again. 


Sudden Death Mode 

Finish the game on the hardest 
difficulty setting to open up 
Sudden Death Mode. Now all 
kills will be one-shot kills! 

Level Select 

Select any of the levels to play 
by entering this code at the 
Press Start screen: Up, Down, 
Down, Right, Right, Right, 
P Left, Left, Left, Left, then 
^ hold C Down and press 
start. A gunshot will 
confirm correct entry. 

1 Infinite 
Ammo 

Finish the Game on the 
normal difficulty setting 
and a Max Power option 
will open up in the 
menu. Use this to give 
yourself infinite ammo 
on all guns. 




RAINBOW SIX 


Level passwords for your hard-working anti-terrorist team... 


Recruit Passwords 

Level 2: Red Wolf 
Level 3: Sun Devil 
Level 4: Eagle Watch 
Level 5: Ghost Dance 
Level 6: Fire Walk 
Level 7: Lion’s Den 
Level 8: Deep Magic 
Level 9: Lone Fox 
Level 10: Black Star 
Level 12: Mystic Tiger 

Veteran Passwords 

Level 2: Red Wolf 
Level 3: Sun Devil 
Level 4: Eagle Watch 
Level 5: Ghost Dance 
Level 6: Fire Walk 
Level 8: Deep Magic 
Level 9: Lone Fox 
Level 10: Black Star 
Level 11: Wild Arrow 
Level 12: Mystic Tiger 


12D1S2Q22MQQ 

BJDBC3Q22WQQ 

BZDBSMQZZIQQ 

CJTCCQOzFGSQ 

K2TK65Q2F4SQ 

T2n68QGF!WQ 

SJRsLiQGGGSQ 

52T572Q4G4SQ 

VJWLJQGGWSQ 

VZRFTMQ2G8SQ 


1ZL1S2RF2MQQ 

BJJBC3RF25QQ 

BZJBSMRF28RQ 

aBCSsRFFMRQ 

DJBDCYRFF5RQ 

LZBDS8R2F8RQ 

M)B2DiR2G2RQ 

2ZB2T2R2GMQQ 

FJJFD3R2G5RQ 

FZJFTMR2G8RQ 


Cci/ls fo the numbers cost bOp cm minute 

This service should only be used with the agreement of the person responsible for paying the bill. Colls to the number for persons aged under 16 yeors hove 0 
maximum cost of £3.00, the coll will be terminated by forced releose ofter 5 minutes. Colls to the number for persons aged 16 yeors and over hove no 
maximum cost and coll time restrictions. Ensure you ore colling from o touch tone phone. Accuracy of the informotion is not guaranteed. 

Please put comments or queries in writing to: Interactive Telcom Ltd., 8 Grants Walk, PL25 5AA 


FOR GAMES 

NINTENDO 64 
CHEATS & TIPS 


Chert ^ 


imatEAmAsnK rvouitESwaAmHtummjmc 
■ THE wmuys UADtm suntpowa FOi cxArs.HmTS Amirs. 


A SIMPLE CALL AMD 
^ YOU'YE COT THE CHEAT! 

TIME SAVING FUNCTIONS FOR USE DURING YOUR CALL 
PRESS >3 TO RESTART SERVICE PRESS 0 TO MOVE BACK ONE STEP 

ERSONS AGED UNDER 1 ^ CALL XtHIS NUAABER ONLY 


ARMOMNEt: 

PROJECT SWARM 

Enter any of the following codes at the Code screen to give an edge to 
your bug-bashing. 


Cheat Mode 

Enter GOLDENPIE to enable 
Invulnerability, all weapons and 
infinite ammo cheats. 

Level Select 

Enter SKIPPY to allow access to 
any of the levels. 

Invulnerability 

Enter GODLY to become invincible. 

All Weapons 

Enter LOADED to tool up with 
everything. 

Infinite Ammo 

Enter SORTED for endless rounds. 

Egyptian Fodder 

Enter CLAW in order to open up 
the Egyptian Fodder for 
multiplayer play. 


Hand Drawn 

Enter SKETCHY to play the game 
retro-style without any polygons. 

Fast Mode 

Enter SONIC to play the game at 
twice the speed. 

Female IVooper 

Enter GODDESS to open up a 
female trooper for multiplayer play. 

Hive Guard 

Enter LEGGY to open up a hive 
guard for multiplayer play. 

Volcano Guard 

Enter RUBBER to open up a 
Volcano Guard for multiplayer play. 

Hive Fodder 

Enter UGLY to open up the Hive 
Fodder for multiplayer play. 
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Currant- 00 01 


Perfect all these madly-named tricks and take those cumbersome riders off their 
bikes in this dirtbiking sim. 


Freestyle THck List 

Hold down C Down in mid-air and move 
the analogue stick in the following 
directions to pull off the required stunt, 
if you’re trying to get maximum points, 
you need to pull off all 17 tricks in one 
round to get 1000 bonus points. 


Mo Riders 

At the Event Selection screen press C Up 
to bring up a Code Entry screen, then 
enter NOR1D3RS and you will make 
everyone invisible. 


No Hander 
No Footer 
Nac-Nac 
Pancake Whip 
Rear Fender Grab 
Vertical Fender Gra 
Side Heel Click 
Banzai 
Superman 
Bar Hop 
Saran Wrap 
Cliffhanger 
Heel Click 
Nothing 
Cordova 
Can-Can 

Superman Fender 
Grab 


Up 

Down 
Left 
Right 
Up, Down 
Down, Up 
Right, Left 
Left, Right 
Left, Down, Right 
Up, Left, Up 
Up, Right, Down 
Right, Down, Left 
Down, Left, Up 
Right, Up, Left 
Left, Up, Right 
Down, Right, Up 
Up, Left, Down 


ROADSTERS 

Driving with your top off has never been so much fun - why 
not give your convertibles some extra horsepower? 

Big lyras 

On the Character Select screen, rename any of the 
characters to Big Wheels to give your car some monster 
truck-style wheels. 

High Rasolutloii 

On the Character Select screen, rename any of the 
characters to Extra Rez to give the graphics a boost. 



The Ultimate Cheat cartridcse 




CODES 

W hoever said cheats 

never prosper obviously 
didn’t play videogames! Cheats 
are the ones who have the most 
fun. and there’s no easier way 
of cheating than with an 
Xplorer 64 cartridge from 
Blaze! If you have one of these 
game-busting marvels then you 
can crack the fine games below 
with its help, and if you don’t 
have one, why 
not enter the 

competition ft 

on page 52 ^ 

and try to 

win one? / 

http://www.x-plorer.co.uk 


All Notes EB595756595A 

DB94B62D5FC4 
Infinite Skulls E88EC0F959B6 


Infinite MG Ammo 
Infinite TS Ammo 
Infinite TNT 
Body Count Always 0 
Use only ONE of the 
Surreal Mode 
Evil Adam Mode 
Fat-Legged Alien 


E85AD8CD5922 

E85AD8DB59B6 

E85AD8D1595B 

C85AD8EE595A 

following: 

821593530080 

82052AFD0002 

8213FD030001 


Special: Don’t Use 3FFFFFFF0002 

All Balloons E876D7D3598C 

Enable All Cheats C8615182504F 


Infinite Lives 
Infinite Energy 

Infinite Time 
Continuous Turbo 

Always 1st 


E861DA7F5955 

C8829EA09C78 

C8829EA49C78 

C8829E18595A 

ED82A4F8598F 

E882A07B59AA 

C8829E165959 


Special: Don’t Use 
Infinite Lives 
Infinite Health 

Infinite Air 
Infinite Gold Feathers 
Infinite Red Feathers 
Infinite Eggs 
Infinite Jiggies 
Infinite Notes 


3FFFFFFF0002 

E88EC0BD5961 

E88EC0B5596F 

E88EC0BB5959 

E88EC0C259B6 

E88EC0A559B6 

E88EC0A159B6 

E88EC09959B6 

E88EC0FD59B6 

E88EC09559B6 


3FFFFFFE005C 

C85FF63490DA 

E85FFEE95957 

8309D7DC3F80 

8209DF970007 


Special: Don’t Use 
Dam Level Codes 
Infinite Health 
Infinite Ammo 
Facility Level Codes 
Infinite Health 
Infinite Ammo 
Run, Surface A & Depot Level Codes 
Infinite Health 830C07DC3F80 

Infinite Ammo 820C0F970007 

Bunker A, B & Silo Level Codes 
Infinite Health 8309AFDC3F80 

Infinite Ammo 8209B7970007 

Frigate Level Codes 
Infinite Health 830ADBDC3F80 

Infinite Ammo 820AE3970007 


Surface B Level Codes 
Infinite Health 830CCFDC3F80 

Infinite Ammo 820CD7970007 

Statue Level Codes 
Infinite Health 830AC7DC3F80 

Infinite Ammo 820ACF970007 

Arch, Cav, Cradle, Egyp Level Codes 
Infinite Health 830B3FDC3F80 

InfiniteAmmo 820B47970007 

Streets Level Codes 
Infinite Health 830BDFDC3F80 

Infinite Ammo 820BE7970007 

Train, Jungle, Control Level Codes 
Infinite Health 830A77DC3F80 

InfiniteAmmo 820A7F970007 

Aztec Level Codes 

Infinite Health 830973DC3F80 

Infinite Ammo 82097B970007 

Make sure you have the Cheat menu 
active in the game for the following: 
All Guns 820585930001 

Bond Invisible 8205859A0001 

DK Mode 8205859C0001 

Enemy Rockets 820585AC0001 

Unlimited Ammo 8205859B0001 

Invincible 820585920001 

Paint Ball Mode 8205859F0001 

Tiny Bond 8205859E0001 

Turbo Mode 820585A80001 


10 Goals E870D9535964 

Home Team o Goals E870D953595A 
Away Team 10 Goals E870ECCF5964 
Away Team 0 Goals E870ECCF595A 
Max Character Create Points 

ED9463465959 

E894634659BB 


Single Bananas 
Multi Bananas 
Single Green Turtle 
Multi Green Turtles 
Single Red Turtle 
Multi Red Turtles 
Spiked Turtles 
Lightning Bolt 
Exploding Blocks 
Invincible 
Invisible 
Turbo Boost 


Special: Don’t use 
Infinite Health 


Infinite Lives 
Infinite Shields 


Infinite Missiles 


82165 FBDoooi 
82165 FBD0002 
82165 FBD0003 
82165 FBD0004 
82165FBD0005 
82165FBD0006 
82165FBD0007 
82165FBD0008 
82165FBD0009 
82165FBD000A 
82165FBD000B 
82165FBDoooC 


3FFFFFFF0002 

E87E79CD59B6 


E8675D48595B 

E867D1B359FF 

C867D1B2595A 

E8661D565958 


Infinite Lives 
Infinite Bombs 


E86C935F59BB 

E86BF25D5955 


Only select ONE of the following: 


Infinite Lives E886EB3359B6 

Infinite Energy C886EB32614F 

Infinite Hat C886EB3A504F 

Activate Cheat Menu C86869D4504F 
C86869D2504F 

Enable All Characters E85C592B594F 
No Time Out E863694C5966 

Maximum Spirit E8635F8759B6 

Aluminium Baseball Bat 830F1C500000 
E86373A6595A 
Baseball Bat 830F1C500101 

E86373A6595A 
Chair 830F1C500202 

E86373A6595A 
Table Piece 830F1C500303 

E86373A6595A 


Enable Cheat List C867F9D0695A 

C867F9CE584F 
C867F9D4795A 
C867F9D2904F 

Infinite Rupees C865DB5C5C37 

Infinite Health C865DB585A9A 

All Equipment C865DBC4C8C7 

All Quest Status Items C865DBCC894F 
C865DBCA504F 
Infinite Beans E865DBA6596A 

E865DBBE59BB 
Infinite Bombs E865DB9A595C 

E865DBB25982 
Infinite Bombchus E865DBA45961 

E865DBBC59BB 
Infinite Deku Nuts E865DB9B5959 

E865DBB359BB 
Infinite Deku Sticks E865DB9C595A 

E865DBB459BB 
Infinite Magic E865DB55598A 

Infinite Slingshot Bullets E865DB9E5958 
E865DBB6598C 
Have Fairy Bow E865DB99595B 
Have Lens Of Truth E865DBA7595F 
Have Fire Arrow E865DBA05956 
Have Ice Arrow E865DBA2595E 
Have Light Arrow E865DBAC596C 
Have Din’s Magic E865DB9F5955 
Have Farore’s Magic E865DBA1595D 
Have Nayru’s Magic E865DBAB596B 
Have Silver Scale E865DBC6595C 
Have Golden Scale E865DBC65956 
Have Bullet BagCso) E865DBC6591A 
Have Boomerang E865DBA75960 
Have Fairy Ocarina E865DB9D5957 
Have Ocarina Of Time E865DB9D5962 
Have Megaton HammerE865DBA55969 
Have Hookshot E865DBA35964 
Have Longshot E865DBA35963 
Have Quiver E865DBC75959 

E865DBC65956 
Infinite Arrows E865DBB1598C 
















































GOLD 

BUNDLE 


SILVER 

BUNDLE 


any game 
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legend M>fZeMa 


Take your place on the paper 
podium that is _ ScoreZonel 


Mark Nicol, Western Australia 
Matthys ten Ham, The Netherlands 
David Park, Hebburn 


fairly bizarre month this time, with people sending in times for all 
sorts of games, including Cruis* n USA. Yes, it’s official, someone 
mf^^does actually still play the game! The first time also came in this 
month for Star y\lars Racer, a challenge to everyone out there methinks! 

First prize of Ultimate Player this month though goes to Arif Mollah from 
Rochdale in Lancashire for his superb (almost inhuman) times on Goldeneye 
and Mario Kart, just how much caffeine was required to get those? A Logic 3 
wheel will be on its way to you soon. Don’t forget that this list is by no 
means exhaustive - keep those scores on new games coming in! 



Biggest Fish 

24 Pounds Harris Shackleton, Halifax 
24 Pounds Matthew Thompson, Cookham 
24 Pounds Gareth Haynes, Droitwich 
23 Pounds Leigh Maddox, Cheshunt 
23 Pounds David Park, Hebburn 

Marathon Race 

1:02 Philip Longhurst, Sudbury 

i;o2 David Ryan, Derby 


Horse Race 

0:46 Mark Nicol, Western Australia 

0:46 Michael Tokarz, New South Wales 

0:47 Matthys ten Ham, The Netherlands 

0:47 Philip Longhurst, Sudbury 

0:47 Tammy Harris, Birmingham 

Horseback Archery 

2000 pts Mark Nicol, Western Australia 

2000 pts Matthys ten Ham, The Netherlands 
2000 pts Christopher Ryan, Derby 

1920 pts David Ryan, Derby 

1810 pts Tammy Harris, Birmingham 

Graveyard Race 

0:53 David Ryan, Derby 

1:09 john Dick, Uddingston 


ENTER 

THE ZONE! 

Follow these easy steps to 
achieve entry to the 64 
Magazine annals of fame: 

• Get a top score or time on an 
N64 game ~ without cheating! 

• Use a camera or a video to 
record your time. 


• List all your scores on a sheet 
of paper along with your name 
and address. 

• Send the proof of your 
prowess to: 

64 ScoreZone 
64 Magazine 
Paragon House 
St Peter’s Road 
Bournemouth BHi 2jS 

• include an SAE if you want 
your photos/videos back. 


Nainas 

The Scorezone needs some new blood! There are plenty of new games out 
there that are just itching to be cracked by keen players, so don’t limit 
yourself to what’s already listed on these pages! We want to see some scores 
and times for games like Roadsters, Star Wars Racer, Quake II, Jet Force 
Gemini, the Donkey Kong 64 sub-games. World Driver Championship and 
Duke Nukem: Zero Hourl 




Starfox/lylat IMars 

Overall Score 

Katina 


1577 kills 

(jimn Deadman, Biggin HHI 

333 kills 

Dao»el Durm, New Leake 

2686 kite 

Magmft Sffnfh, Burra IsIp 

2i7knfe 

Kevin Seeney. Bury St Edmunte 

2217 kills 

Darren Simnwns. Mossley 

214 kflH 

David Ryan, Dublin 

219? kills 

Andrew kobson. Newrasi® Upon-Tyne 

19? kills 

Gavm Bwnwiwi. Clarwwwi^ 

7150 kite 

fm ErifcSpangberg, Swerlen 

167 kite 

Greg-Smith, Wamber#! 

Corneria 

Sector Y 

78 «*dl| 

Andrewftiitnon, Newf,«#ii*-Upon Tyne 

I^ 7 «n**S 

David Ryan. Dublin 

kiih 

4 «® Humphrey, Stffford Cteys 
Nettffiedman, WhitefiHd 

Adrian Sifad. Hull 

MatthawtefEMts, Greece 

166 kiUs 

Gavin BrennaivXkrcmofr?? 

259 kills 
254 kite 
24 &kite 

166 kills Lh;ir(es Mutfall, Oldham 

Sector Z 

Oii g Smith. WamberaJ 

Meteo 

197 

ftclaird Dunn. Mew leake 

Venom 2 

377 kite 

Ke^ Seeney, Bury Sf Ednumte 
john UmbreetSv The Nethefknds 

David Rvan, Dublin 

7 TZ 

Andrew AiuMfgm, Hutfon 

343 kills 

227 kite 

Gavm Brennarv^remofld 

330 kite 


Kevin Seeney, Bury St E dmunds 

302 kite ^1 avirr Rrenrun. Ctere motte 

Sector X 

277 klKf 
227 kills 

Oasftd Ryan. Dubbo 

Rif hard Dumr, Mew Leslce 

killl 

Kevm Seflney, fihiry Sf Fdmunds 

John lambreaa, Trie Netherlands 

Daud Ryan. DublTn 

Gavin Brermjtv^iwemorrls 

Area 6 

Daniet Dtmn, New Leake 

244 kite 

448 kite 

^11 kHK 
i 4 i kite 

574 kite 

Mark Micol, Western Australia 


'Banjo-'Kazooie 


Spiral Mountain 

0:02:17 jon Burrows, Queensland 

0:02:25 Niall Hickey, County Waterford 

Mumbo’s Mountain 

0:04:44 jon Burrows. Queensland 

0:05:28 Kevin Seeney, Bury St Edmunds 
0:06:30 Danny Dunn, New Leake 

0:06:40 jan-Erik Spangberg, Sweden 

0:08:17 Niall Hickey, County Waterford 

Treasure Trove Cove 

0:08:29 jon Burrows, Queensland 

0:10:50 Jan-Erik Spangberg, Sweden 

0:11:06 Richard Dunn, Boston 

0:12:01 Niall Hickey, County Waterford 

0:12:21 Kevin Seeney, Bury St Edmunds 

Mad Monster Mansion 

0:14:15 jan-Erik Spangberg, Sweden 

0:15:48 Kevin Seeney, Bury St Edmunds 
0:18:16 Niall Hickey, County Waterford 

0:26:09 tngvar Gunnarsson, Iceland 

Bubblegloop Swamp 

0:15:02 Kevin Seeney, Bury St Edmunds 
0:15:19 jan-Erik Spangberg, Sweden 

0:18:07 Niall Hickey, County Waterford 

0:21:01 Richard Dunn, Boston 

0:28:04 Ingvar Gunnarsson, Iceland 

Clankers Cavern 

0:08:31 jon Burrows, Queensland 

0:08:47 Kevin Seeney, Bury St Edmunds 


0:11:36 Niall Hickey, County Waterford 

0:12:21 jan-Erik Spangberg, Sweden 

0:13:49 Richard Dunn, Boston 

Click Clock Wood 

0:32:25 jan-Erik Spangberg. Sweden 

0:42:05 Niall Hickey, County Waterford 

0:43:46 Kevin Seeney, Bury St Edmunds 

Rusty Bucket Bay 

0:13:30 Kevin Seeney, Bury St Edmunds 

0:16:14 jan-Erik Spangberg, Sweden 

0:16:47 Niall Hickey, County Waterford 

0:28:38 Ingvar Gunnarsson, Iceland 

Freezeezy Peak 

0:13:34 Kevin Seeney, Bury St Edmunds 

0:15:25 jan-Erik Spangberg, Sweden 

0:19:40 Richard Dunn, Boston 

0:22:41 Niall Hickey. County Waterford 

0:30:51 Ingvar Gunnarsson, Iceland 

Gobi’s Valley 

0:14:44 Kevin Seeney, Bury St Edmunds 

0:15:58 jan-Erik Spangberg, Sweden 

0:16:44 Niall Hickey, County Waterford 

0:33:23 john Brennan, Bicester 

0:33:25 lain Russell, Newbury 

100 JiGGiES, 900 Notes 

2:46:17 Kevin Seeney, Bury St Edmunds 
2:53:54 jan-Erik Spangberg, Sweden 

3:38:52 Mark Nicol, Western Australia 

4:46:00 Ingvar Gunnarsson, Iceland 
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Statue Park 


Facility-00 Level! 

0:51 Arif Mollah, Rochdale 

0:55 Jort Burrows, Queensland 

0:56 Richard Dunn, New Leake 

1:00 Magnus Smith, Burra Isle 

i;o6 Stephen Hill, Maidstone 


2:31 )on Burrows, Queensland 

2:37 Matthys ten Ham, The Netherlands 

2:38 Danny Dunn, New Leake 

2:38 Arif Mollah, Rochdale 

2:39 Raymond Burton, Stocksbridge 

Military Archives 

0:17 )on Burrows, Queensland 

0:17 Chris Stuart, Peterhead 

0:17 Arif Mollah, Rochdale 

o;i8 Richard Dunn, New Leake 

0:20 Matthew Stevenson, Bournemouth 

Streets 

1:12 ion Burrows. Queensland 

1:14 Danny Dunn, New Leake 

1:17 Matthys ten Ham, The Netherlands 

1:17 Andrew Joules, Weston-Super-Mare 

1:17 Antonio Debs, Tripoli 

Depot 

0:23 Jon Burrows, Queensland 

0:23 Chris Stuart, Peterhead 

0:23 Arif Mollah, Rochdale 

0:23 Luke Sutton, South Australia 

0:24 Richard Dunn, New Leake 


Rescue On Kessel 

0:24 Richard Dunn, New Leake 

0:34 John Brennan, Bicester 

0:37 Paul Nicholls, Coventry 

0:41 Oliver Lonsdale, West Bridgeford 

03:32 Ian Lawlor, Churwell 

Prisons Of Kessel 

07:36 Richard Dunn, New Leake 

09:01 John Brennan, Bicester 

10:03 Ian Lawlor, Churwell 

Battle Above Taloraan 

02:02 Danny Dunn, New Leake 

03:47 Ian Lawlor, Churwell 

06:18 John Brennan, Bicester 

Escape From Fest 

06:21 John Brennan, Bicester 

Blockade On Chandrila 

04:48 Ian Lawlor, Churwell 

05:11 John Brennan, Bicester 

05:25 Richard Dunn, New Leake 

Raid On Sullust 

01:43 Richard Dunn, New Leake 

02:54 Ian Lawlor, Churwell 

Moff Seerdon’s Revenge 

04:08 John Brennan, Bicester 

05:50 Paul Nicholls, Coventry 

The Battle Of Calamari 

02:37 Richard Dunn, New Leake 

Battle Of Noth 

03:18 Danny Dunn, New Leake 

The Deathstar Trench Run 

01:54 Richard Dunn, New Leake 

01:58 Ben Webster, Millbridge 

02:16 John Brennan, Bicester 


Ambush At Mos Eisley 

00:35 Richard Dunn, New Leake 

01:01 Ben Webster, Millbridge 

01:03 Chris Handley, Notts 

01:05 Paul Nicholls, Coventry 

01:22 John Brennan, Bicester 

Rendezous On Barkhesh 

05:10 Paul Nicholls, Coventry 

05:19 Richard Dunn, New Leake 

05:19 John Brennan, Bicester 

05:19 Ian Lawlor, Churwell 

The Search For The Nonnah 

03:31 Richard Dunn, New Leake 

04:30 John Brennan, Bicester 

04:36 Paul Nicholls, Coventry 

05:06 Ian Lawlor, Churwell 

The Jade Moon 

01:02 Richard Dunn, New Leake 

01:36 Paul Nicholls, Coventry 

01:50 Ben Webster, Millbridge 

02:02 Ian Lawlor, Churwell 

02:40 Philip Munt, Surrey 

Defection At Corellia 

03:12 Ian Lawlor, Churwell 

09:02 Chris Handley, Notts 
09:09 John Brennan, Bicester 

The Liberation Of Gerrard V 

02:23 Jason Lloyd Parsons, Llangoed 

04:04 Richard Dunn, New Leake 

04:39 John Brennan, Bicester 

Imperial Construction Yards 

01:51 Richard Dunn, New Leake 

02:22 Philip Munt, Surrey 

02:27 John Brennan, Bicester 

02:31 Ian Lawlor, Churwell 

Assault On Kile II 

01:55 Richard Dunn, New Leake 


Byelomorye Dam 

0:53 Arif Mollah, Rochdale 

0:55 Jon Burrows, Queensland 

0:55 Luke Sutton, South Australia 

0:56 James Hurst, Surrey 

0:56 Matthys ten Ham, The Netherlands 

Facility 

0:40 Jon Burrows, Queensland 

0:44 Luke Sutton, South Australia 

0:45 Richard Dunn, New Leake 

0:45 Arif Mollah, Rochdale 

0:52 Magnus Smith, Burra Isle 

Runway 

0:23 Jon Burrows, Queensland 

0:24 Michael Williams, Exeter 

0:25 Matthys ten Ham. The Netherlands 

0:25 Arif Mollah, Rochdale 

0:25 Mike Geisler, Australia 

Surface 1 

1:01 Magnus Smith, Burra Isle 

1:04 Arif Mollah, Rochdale 

1:05 Jon Burrows, Queensland 

1:06 Luke Sutton, South Australia 

1:07 Danny Dunn, New Leake 

Bunker 1 

0:19 Jon Burrows, Queensland 

0:19 Chris Stuart, Peterhead 

0:19 Arif Mollah, Rochdale 

0:20 Matthys ten Ham, The Netherlands 

0:20 Luke Sutton, South Australia 


Train 

1:04 Arif Mollah. Rochdale 

1:25 Luke Sutton, South Australia 

1:26 Matthys ten Ham. The Netherlands 

1:26 Jon Burrows, Queensland 

1:32 Richard Dunn. New Leake 

Jungle 

1:07 Matthys ten Ham, The Netherlands 

1:07 Arif Mollah, Rochdale 

1:08 Jon Burrows, Queensland 

1:10 Richard Dunn, New Leake 

1:14 Sam Doyle, Glossop 

Control Centre 

3:40 Jon Burrows, Queensland 

3:51 . Arif Mollah, Rochdale 

3:52 Richard Dunn, New Leake 

4:23 Matthys ten Ham, The Netherlands 

4:32 Andrew joules. Weston-Super-Mare 

Water Caverns 

1:06 Matthys ten Ham, The Netherlands 

1:06 Jon Burrows, Queensland 

i;o6 Arif Mollah, Rochdale 

1:08 Danny Dunn, New Leake 

1:08 Antonio Debs, Tripoli 

Cradle 

0:40 Jon Burrows, Queensland 

0:42 Matthys ten Ham, The Netherlands 

0:46 Stephen Hill, Maidstone 

0:46 Arif Mollah, Rochdale 

0:47 Andrew Joules, Weston-Super-Mare 

Aztec Complex 

1:10 Chris Stuart, Peterhead 

1:18 Arif Mollah, Rochdale 

1:35 Jon Burrows, Queensland 

2:07 Richard Dunn, New Leake 

3:08 Sam Doyle, Glossop 

Egyptian Temple 

0:50 Jon Burrows, Queensland 

0:54 Arif Mollah, Rochdale 

0:55 Matthys ten Ham, The Netherlands 

0:58 Darren Sadler, Wisbech 

1:00 Andrew Joules. Weston-Super-Mare 

1:01 Martin Hurley, St Helens 


Ian Lawlor, Churwell 


Map 1: The Slipgate Complex 

o; }0 Michael Williams. Lxeiet 

0: ?o Raymond Burton, Stockbrtdge 

0:30 Jon Quarrie, Stapleford 

0:30 Kevin Seeney, Bury St Edmund'. 

0:31 Karl Watt, ShellaiKl 

Map 2: Castle Of The Damned 

o.?M John Brennan, BItester 

0; j8 Ion Quarrie, Stapleford 

0:40 Karl Watt. Shetland 

0 4) Michael Williams, f xeter 

0:44 Raymond Burton, Storkbrldge 

Map 5: The Necropolis 

tios iohn Brennan, Birester 

i;ti Karl Walt. Shetland 

t;l2 Ion Quarrie, Stapleford 

t:i4 Michael Williams. Exeter 

j;i4 Raymond Burton, Stockbrldge 

Map 4: Gloom Keep 

o; i/ John Brennan. Bicester 

0:46 Ion C)(iartie. Stairlefrjrd 

0:49 Michael Williams. Cardiff 

0155 Karl Watt. Shetland 

n sr, Raymond Burton, Storkbrldge 

Map 5: The Door To Chthon 

(. 14 |ohn Brennan. Hicesler 

0:54 Ion Quarrie. Stapleford 

0:56 Chris Slieet, Huntingdon 

i;o? Karl Watt. Shetland 

1 (I \ Raymond Burton. Stnckbndge 

Map 6: House Of Chthon 

f. ,• 1 John Brennan, Birester 

0:27 Karl Watt. Shetland 

o;?B Kevin Seeney. Bury St Edmunds 

0 x9 Raymond Burton. Stoi kbnrlge 

(, JO Ion Quanir. stapleford 

Map 7: Ziggurat Vertigo 

I 1.4 Iohn Brennan, Birester 

I J4 Jon Quarrie, Stapleford 

7 II Karl Watt. Shetland 

; 10 Andy Miirr.iy, Bournemouth •, 

; 4', Martin Murlev. '«! Helens 

Map 8: The Ogre Citadel ^ 

n >, I Iohn Brennan. Bicester 

II sK Raymond 

Burton. i 

Sfor k'.hiidgp j| 

0 ',B Jon ^ 

(Juarrie. 

Stapleford i 

101 Karl Wall, ^ 

Shetland 

I../, Kevin N' ''H 

SePiiey. 

Bury St f dmund'. 

Map 9: The Crypt Of f 
Decay 

! 1; Inltii Brennan, -W 

* t' 

1 j 8 Raymond Burton, 

Stnr ksbtidgp 


1:19 Karl Watt, Shetland 

1:20 )on Quarrie, Stapleford 

1:24 Martin Hurley, St Helens 

Map 10: The Wizard’s Manse 

I 45 Iohn Brennan. Bicester 

7:tR Karl Watt, Shetland 

7.71 Jon Quarrie. Stapleford 

7 7/ Raymond Burton, Stor ksbrldge 

Map 11: The Dismal Oubliette 

1',) Iohn Brennan, Bicester 

>,:oh Raymond Burton. Storkbrldge 

5:48 Ion Quarrie. Stapleford 

Map 12: The Underearth 

0 4/ Iohn Brennan, Hu r‘sle» 

o 58 Karl Watt. Shetland 

1:11 Raymond Burton, Stocksbridge 

Map 13: Termination Central 

M 4^ )t7hn Brennan. Bif‘">i''r 

1.02 Karl Waft. Shetland 

1.08 Jon cpiarrie. Stapleford 

1 ui Raymond Burton, Sl(.fVshrltl!-;c 

Map 14: The Vaults Of Zin 

n 44 Iohn Brennan, Birester 

l:oH Karl Waft, Shetland 

1:11 Raymond Burton, Stocksbridge 

Map 15: The Tomb Of Terror 

1 (th If.lm Biennan, Blcc'.let 

1 tf) Karl Watt. Mietland 

j 7', Raymond Burton. StorkstifKh'.'' 

Map 16: Satan’s Dark Delight 

2 0/ John Brennan, Hu rslpf 

} fid Kpuifi '“.eeney. Bury SI tdmiinds 

Map 17: Chambers Of Torment 

M r 1 Ifilin Brennan, Blcestei 

II'. Kail Waft. Sh.HatuI 

I 7/ Raymond Burton, Miukstiriflgt 

Map 20: The Elder God Shrine 

n If Iohn Brennan iiu< .in 

WL Map 21: The Palace Of Hate 

t, 4/ Idtiii Htennan, Hi" .t' l 

- ^ Map 22: The Pain Maze 

I, 49 Iohn Brennan, BireMm 

Map 23: Azure Agony 

L 147 Ion fjnarrte, Slaplefrrrd 

I j r.f Karl Watt. Shetland 

I ,■». Raymond Burton. 

Sfotkshrldge 

Wk Map 24: The Nameless City 


Launch Silo 

1:06 Arif Mollah, Rochdale 

1:09 Luke Sutton, South Australia 

1:10 Jon Burrows, Queensland 

1:12 Richard Dunn, New Leake 

1:20 Stephen Hill, Maidstone 

Frigate 

0:25 Magnus Smith, Burra Isle 

0:29 Jon Burrows, Queensland 

0:31 Matthys ten Ham, The Netherlands 

0:32 Stephen Hill, Maidstone 

0:32 Arif Mollah, Rochdale 

Surface 2 

0:54 Jon Burrows, Queensland 

0:57 Danny Dunn, New Leake 

0:57 Sam Doyle, Glossop 

0:57 Matthys ten Ham, The Netherlands 

0:57 Arif Mollah, Rochdale 

Bunker 2 

0:22 Arif Mollah, Rochdale 

0:23 Luke Sutton, South Australia 

0:25 Jon Burrows, Queensland 

0:26 Danny Dunn, New Leake 

0:29 Richard Dunn, New Leake 


Sunset Sands 

4 11.50 Matthys ten Ham, The Netherlaod'; 

4.14 26 Martin Van Duiiren. Holland 

5:41 1/ Robert Parker, f ambrldge 

5 50 66 Andrew Manger. Wytoii 

hn III Paul Nicholls, cnventry 

Metro Madness 

5 43 46 Martin Van Duuren, Holland 
5 50.9R Matthys ten Ham, The Netherlands 
6:19 76 John Brennan. Bicester 

I. 74 4f! Andrew 'tfanger, Wyton 

h 29 48 Robert Parker, Camofidgp 

Wicked Woods 

t 1,4 M Matth'/f ten Ham. The Netherlands 
I ',c. --.fi Marlin Van Dnoten. Holland 

41? 46 Paul NIf bolls, Coventry 

4144? Andrew Stanger. Wyton 

4;45;6o leffrey Van Her Aa. The Netherlands 


Coventry Cove 

4 42 98 Martin Van Ouuren, Hrjlland 
4 41 /n Matlhy. ten Ham. The Netheilands 
4 50 26 Paul Nif bolls. C 'lvrnfry 
4:50 01 Robert Parker, t anthridge 
4 51 56 Andrew Sfanger. Wyton 


Matthys ten Ham. The Netherlanrls 
Martin Van Thiuren. Hrrlland 
Paul Nir bolls, c oventry 
An'ltcw Manger. Wyton 
Robert Parker, c ambtlrjge 


Inferno Isle 


Map 25: Shub Niggurath’s Pit 

1 , 1,11 John Breunan, Biresiet 

n ',11 Kevin Seeney, Bury M 

t dmunds 

II 47 |nn Quarrie, Sfaplefrttd 


Martin Van Diniten. Holland 
Maflhv5 ten Ham, The Nefherland' 
Robert Parker, r ambrldge 
Andre-// Stanger. Wyton 
Oavln Headman. Biggin Hill 
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Woueitace 


Sunny Beach 

0:57:863 Adam Tucker, Great Yarmouth 
1:00:782 Alan Dundas, Arbroath 
1:05:552 Magnus Smith, Burra Isle 
1:05:765 Mark Bonnes, East Kilbride 
1:05:956 Gavin Oeadman, Biggin Hill 

Sunset Bay 

1:00:144 Adam Tucker, Great Yarmouth 
1:03:925 Alan Dundas, Arbroath 
1:09:152 Gavin Deadman. Biggin Hill 
1:11:620 Mark Bonnes, East Kilbride 
1:18:501 Charles Nuttall, Oldham 

Drake Lake 

1:06:908 Adam Tucker, Great Yarmouth 
1:09:305 Alan Dundas. Arbroath 
1:12:527 Gavin Deadman, Biggin Hill 
1:12:902 Ross McKinstray, Arbroath 
1:18:954 Mark Bonnes. East Kilbride 


Glacier Coast 

1:19:942 Adam Tucker, Great Yarmouth 
1:29:522 Alan Dundas. Arbroath 
1:36:655 Douglas Bonnes. East Kilbride 
1:39:393 Charles Nuttall, Oldham 
1:42:218 Jan-Erik Spangberg, Sweden 


Port Blue 

1:24:704 Adam Tucker, Great Yarmouth 
1:29:903 Charles Nuttall. Oldham 
1:30:304 Mick Smith, Worcester 
1:38:255 Ruaidhri Dunn, Enfield 
1:40:468 Gavin Deadman, Biggin Hill 

Southern Island 

1:05:837 Adam Tucker. Great Yarmouth 
1:17:721 Gavin Deadman, Biggin Hill 
1:20:020 Mick Smith, Worcester 
1:25:361 Alan Dundas, Arbroath 
1:25:820 Charles Nuttall. Oldham 


Twiught City 

1:44:321 Adam Tucker. Great Yarmouth 
1:46:449 Gavin Deadman. Biggin Hill 
1:47:538 Ruaidhri Dunn, Enfield 
1:48:406 Simon Blakeney, Basingstoke 
1:51:806 Jon Quarrie, Stapleford 


Marine Fortress 

1:18:853 Adam Tucker, Great Yarmouth 
1:27:854 Ruaidhri Dunn. Enfield 
1:30:372 Gavin Deadman. Biggin Hill 
1:31:075 Charles Nuttall, Oldham 
1:33:918 Gautam Rishi, Gerrards Cross 


Cruis'hVSA 

Grand Gvnyon 

1:24:73 Oomonic Wnslow, Braypark 
1:37:60 Paul Murray, Tranmere 


2088 coins Ingvar Gunnarsson, Iceland 
2072 coins Adam Scott, Rugby 


'Didtiy Kong Kacirtg 


Ifar/o 69 


tCQliEMCIMi 


Tticro Wlachines 69 Turbo 


Ancient Lake 

Haunted Woods 

00:32:21 

Stacy Needham, Bicester 

00:51:26 

Keith Boiston, Felling 

00:37:11 

Keith Boiston, Felling 

00:52:76 

Richard Dunn, New Leake 

00:42:03 

Adam Charlton, Buckden 

00:54:05 

Kevin Seeney, Bury St Edmunds 

00:42:10 

Rob Pierce, Salisbury 

00:57:41 

Jon Quarrie, Stapleford 

00:42:54 

Stephen Henderson, Upminster 

00:57:91 

Tammy Harris, Birmingham 

Fossil Canyon 

Frosty Village 

00:58:26 

Stacy Needham, Bicester 

01:19:01 

Rob Pierce, Salisbury 

01:04:03 

Keith Boiston, Felling 

01:20:60 

Richard Dunn, New Leake 

01:05:00 

Adam Charlton, Buckden 

01:21:86 

Kevin Seeney, Bury St Edmunds 

01:10:00 

Arthur van Dalen, Netherlands 

01:35:41 

Tammy Harris, Birmingham 

01:11:83 

Richard Dunn, Boston 





Everfrost Peak 

JUNGLE Falls 

01:25:26 

Richard Dunn, New Leake 

00:41:53 

Adam Charlton, Buckden 

01:28:16 

Tammy Harris, Birmingham 

00:42:60 

Keith Boiston, Felling 

01:30:91 

Kevin Seeney, Bury St Edmunds 

00:45:66 

Arthur van Dalen, Netherlands 

01:37:03 

Jon Quarrie, Stapleford 

00:47:13 

Richard Dunn, Boston 

01:39:35 

Sion Griffiths, Aberystwyth 

00:47:46 

Rob Pierce, Salisbury 





Snowball Valley 

Treasure Caves 

00:44:10 

Stacy Needham, Bicester 

00:42:20 

Keith Boiston, Felling 

00:5340 

Richard Dunn, New Leake 

00:44:75 

Adam Charlton, Buckden 

00:56:85 

Tammy Harris, Birmingham 

00:47:71 

Arthur van Dalen, Netherlands 

00:57:62 

Kevin Seeney, Bury St Edmunds 

00:49:06 

Richard Dunn, Boston 

01:01:56 

Raymond Burton, Stockbridge 

00:49:31 

Thomas Ferrari, Norfolk 





Boulder Canyon 

Whale Bay 

01:25:48 

Keith Boiston, Felling 

00:53:01 

Keith Boiston, Felling 

01:33:36 

Rob Pierce, Salisbury 

00:57:06 

Rob Pierce, Salisbury 

01:33:81 

Danny Dunn, New Leake 

00:59:63 

Danny Dunn, New Leake 

01:36:30 

Kevin Seeney, Bury St Edmunds 

01:02:11 

Raymond Burton, Stockbridge 

01:39:10 

Tammy Harris, Birmingham 

01:03:25 

Kevin Seeney, Bury St Edmunds 





Walrus Cove 

Pirate Lagoon 

01:29:31 

Keith Boiston, Felling 

01:01:23 

Keith Boiston, Felling 

01:30:73 

Adam Charlton, Buckden 

01:04:36 

Rob Pierce, Salisbury 

01:32:15 

Jeffrey Van Der Aa, The Netherlands 

01:05:73 

Jan-Erik Spangberg, Sweden 

01:40:95 

Richard Dunn, Boston 

01:11:35 

Jon Quarrie, Stapleford 

01:43:36 

Kevin Seeney, Bury St Edmunds 

01:11:91 

Tammy Harris, Birmingham 





Spacedust Alley 

Windmill Plains 

01:34:51 

Danny Dunn, New Leake 

01:33:18 

Keith Boiston, Felling 

01:34:63 

Keith Boiston, Felling 

01:35:45 

Adam Charlton, Buckden 

01:44:61 

Arthur van Dalen, Netherlands 

01:45:93 

Richard Dunn, Boston 

01:47:51 

Kevin Seeney, Bury St Edmunds 

01:52:10 

Rob Pierce, Salisbury 

01:51:05 

Rob Pierce, Salisbury 

01:52:56 

Kevin Seeney, Bury St Edmunds 





Darkmoon Caverns 

Crescent Island 

01:39:13 

Keith Boiston, Felling 

01:07:45 

Keith Boiston, Felling 

01:46:41 

Adam Charlton, Buckden 

01:11:40 

Adam Charlton, Buckden 

01:49:03 

Richard Dunn, Boston 

01:14:31 

Richard Dunn, Boston 

01:55:43 

Kevin Seeney, Bury St Edmunds 

01:21:31 

Kevin Seeney, Bury St Edmunds 

01:55:71 

Jan-Erik Spangberg, Sweden 

01:24:90 

Jon Quairie, Stapleford 





Spaceport Alpha 

Hot Top Volcano 

01:32:31 

Keith Boiston, Felling 

00:58:20 

Stacy Needham, Bicester 

01:44:35 

Kevin Seeney, Bury St Edmunds 

01:04:33 

Keith Boiston, Felling 

01:44:60 

Danny Dunn, New Leake 

01:15:75 

Richard Dunn, Boston 

01:46:23 

Rob Pierce, Salisbury 

01:17:93 

Rob Pierce, Salisbury 

01:49:40 

Arthur van Dalen, Netherlands 

01:18:45 

Neil Friedman, Whitefield 





Star City 

Greenwood Village 

01:25:76 

Stacy Needham, Bicester 

1:16:26 

Stacy Needham, Bicester 

01:29:36 

Kevin Seeney, Bury St Edmunds 

1:22:73 

Kevin Seeney, Bury St Edmunds 

01:30:45 

Rob Pierce, Salisbury 

1:23:25 

Richard Dunn, New Leake 

01:30:90 

Richard Dunn, Boston 

1:30:61 

Tammy Harris, Birmingham 

01:32:46 

Arthur van Dalen, Netherlandso 

1:39:56 

John Brennan, Bicester 

1:33:90 

John Dick, Uddingston 


7D6D° Snowboarding 


Half Pipe Trick Attack 

147734 Adam Tucker, Great Yarmouth 

111339 Chris Webb. Abbeydale 

110389 Alan Dundas, Arbroath 

99226 Sarah Bishop, New Barnet 

85852 Tim Smith, Prestatyn 

Crystal Lake Trick Attack 

124445 Chris Webb, Abbeydale 

110310 Adam Tucker, Great Yarmouth 

104442 Tom Grigg, Alresford 

91937 Jon Burrows, Queensland 

90417 Ryan Stevenson, Aberystwyth 

Crystal Peak Trick Attack 

139506 Adam Tucker, Great Yarmouth 

117429 Chris Webb, Abbeydale 

100885 Tom Cuthbert, Alresford 

97291 Jon Burrows, Queensland 

89063 Ryan Stevenson, Aberystwyth 

Golden Forest Trick Attack 

123218 Adam Tucker, Great Yarmouth 

103902 Chris Webb, Abbeydale 

91118 Jon Burrows, Queensland 

76876 Ryan Stevenson, Aberystwyth 

74732 Danny Dunn, New Leake 

Mountain Village Trick Attack 

154503 Adam Tucker, Great Yarmouth 

135769 Chris Webb. Abbeydale 

132313 Adam Charlton, Huntingdon 

103773 Ryan Stevenson, Aberystwyth 

84669 Danny Dunn, New Leak 

Deadly Fall Trick Attack 

224498 Chris Webb, Abbeydale 

142217 Adam Tucker, Great Yarmouth 

133069 Ross Toad, Arbroath 

124286 Ryan Stevenson, Aberystwyth 

89378 Josh Bilton, Chipperfield 

Dragon Cave Trick Attack 

143015 Chris Webb, Abbeydale 

127294 Adam Tucker, Great Yarmouth 

94856 Ryan Stevenson, Aberystwyth 

84653 Richard Dunn. New Leake 

62966 Kevin Seeney, Bury St Edmunds 


Air Make 

21450 William Armstrong, Victoria 

Crystal Lake Race 

1:01:21 Adam Tucker, Great Yarmouth 

1:02:73 Danny Dunn, New Leake 

1:03:03 Jon Burrows, Queensland 

1:03:06 Magnus Smith, Burra Isle 

1:03:19 Chris Webb, Abbeydale 

Crystal Peak Race 

1:26:63 Adam Tucker, Great Yarmouth 

1:27:21 Danny Dunn, New Leake 

1:27:78 Chris Webb. Abbeydale 

1:28:40 Magnus Smith, Burra Isle 

1:28:40 Jon Burrows, Queensland 

Golden Forest Race 

1:18:57 Adam Tucker, Great Yarmouth 

1:19:66 Chris Webb, Abbeydale 

1:19:82 Danny Dunn, New Leake 

1:20:12 Jan-Erik Spangberg, Sweden 

1:20:42 Jon Burrows, Queensland 

Dragon Cave Race 

1:24:10 Adam Tucker, Great Yarmouth 

1:25:76 Danny Dunn, New Leake 

1:26:52 Chris Webb, Abbeydale 

1:26:92 Jon Burrows, Queensland 

1:27:25 Magnus Smith, Burra Isle 

Mountain Village Race 

1:27:10 Adam Tucker, Great Yarmouth 

1:30:15 Danny Dunn, New Leake 

1:30:28 Chris Webb, Abbeydale 

1:30:51 Adam Charlton, Huntingdon 

1:31:14 Chris Atkins, Walkington 

Deadly Fall Race 

1:06:84 Adam Tucker, Great Yarmouth 

1:07:94 Chris Webb, Abbeydale 

1:08:21 Danny Dunn, New Leake 

1:08:44 Magnus Smith, Burra Isle 

1:08:64 Jon Burrows, Queensland 

Best Contest Score 

379302 Chris Webb, Abbeydale 

214377 Danny Dunn, New Leake 

186274 Ryan Stevenson, Aberystwyth 

159195 Edward Nugent, Reading 

146907 Chris Atkins, Walkington 


The Main Course 

00:15:45 Chris Cox, Cambridge 

00:15:97 Jeffrey Van Der Aa, The Netherlands 

00:16:62 Ned Pendleton, Brackley 

Love Triangle 

00:40:02 Ned Pendleton, Brackley 

00:40:30 Chris Cox, Cambridge 

00:42:35 Jeffrey Van Der Aa, The Netherlands 

Beware Of The Dog 

00:35:86 Ned Pendleton, Brackley 

00:39:45 Jeffrey Van Der Aa, The Netherlands 

Crash And Fern 

00:22:06 Ned Pendleton, Brackley 

00:23:19 Jeffrey Van Der Aa, The Netherlands 

Destruction Dirtbox 

00:30:01 Ned Pendleton, Brackley 

00:32:23 Jeffrey Van Der Aa, The Netherlands 

Brake-Fast Bends 

00:33:76 Ned Pendleton, Brackley 

00:41:31 Jeffrey Van Der Aa, The Netherlands 

Calculator Risk 

00:25:97 Ned Pendleton, Brackley 

00:28:85 Jeffrey Van Der Aa, The Netherlands 

WiPEUP 

00:36:67 Ned Pendleton, Brackley 

00:38:65 Jeffrey Van Der Aa, The Netherlands 

Tanks Alot 

00:27:67 Ned Pendleton, Brackley 

00:28:32 Jeffrey Van Der Aa, The Netherlands 

Baguette Balance 

00:22:71 Ned Pendleton, Brackley 

00:23:00 Chris Cox, Cambridge 

00:23:56 Jeffrey Van Der Aa, The Netherlands 

Trucker’s Luck 

00:24:32 Ned Pendleton, Brackley 

00:32:27 Jeffrey Van Der Aa, The Netherlands 

00:42:22 Debbie Blanco, Uddingston 

00:56:15 Martin Hurley, St Helens 

Bikini Blazer 

00:25:05 Ned Pendleton, Brackley 

00:27:43 Jeffrey Van Der Aa, The Netherlands 


Pebble Dash 

00:25:70 Ned Pendleton, Brackley 
00:25:94 Jeffrey Van Der Aa, The Netherlands 

Beached Buggies 

00:19:68 Chris Cox, Cambridge 
00:21:66 Ned Pendleton, Brackley 
00:22:59 Jeffrey Van Der Aa, The Netherlands 

Right On Cue 

00:19:53 Chris Cox, Cambridge 
00:19:85 Ned Pendleton, Brackley 
00:24:65 Jeffrey Van Der Aa, The Netherlands 

Rack *N Roll 

00:47:97 Chris Cox, Cambridge 
00:48:41 Ned Pendleton, Brackley 
00:49:05 Jeffrey Van Der Aa, The Netherlands 

Pulling Power 

00:39:58 Ned Pendleton, Brackley 
00:41:87 Jeffrey Van Der Aa, The Netherlands 

Stinky Sinks 

00:22:31 Ned Pendleton, Brackley 
00:23:52 Jeffrey Van Der Aa, The Netherlands 

Sand Blaster 

00:35:42 Ned Pendleton, Brackley 
00:37:59 Jeffrey Van Der Aa, The Netherlands 

Swerve Shot 

00:06:85 Chris Cox, Cambridge 
00:12:03 Ned Pendleton, Brackley 
00:12:11 Achillies Zanettis, Kenton 

00:52:39 Jeffrey Van Der Aa, The Netherlands 

Breakfast At Cherry’s 

00:23:64 Chris Cox, Cambridge 
00:24:12 Ned Pendleton, Brackley 
00:24:13 Jeffrey Van Der Aa, The Netherlands 

Destruction Dirtbox 

00:30:01 Ned Pendleton, Brackley 

Formula X 

00:31:18 Ned Pendleton, Brackley 

Learning Curves 

00:34:17 Ned Pendleton, Brackley 
00:38:29 Andy Murray, Bournemouth 







Wlario Kart 64 


VMPScUcn' 


star l/lfars: Kogue Squadron 
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Luigi Raceway 

00:36:91 Arif Mollah, Rochdale 
00:43:73 Adam Tucker, Great Yarmouth 

00:48:24 )on Burrows, Queensland 

00:48:42 Caroline Fawcett, North Horncastle 
00:49:64 Richard Dunn, New Leake 

Moo Moo Farm 

01:18:74 Arif Mollah, Rochdale 

01:19:26 Adam Tucker, Great Yarmouth 

01:20:51 James Allsopp, Alvaston 

01:21:45 Alan Dundas, Arbroath 

01:21:71 James Eyre, Coalville 

KoopaTroopa Beach 

01:24:04 Adam Tucker, Great Yarmouth 
01:24:48 Arif Mollah, Rochdale 
01:27:81 Alan Dundas, Arbroath 
01:27:99 Ross Toad, Arbroath 
01:28:56 Mick Smith, Worcester 

Frappe Snowland 

00:25:33 Arif Mollah, Rochdale 

00:25:34 Arthur van Dalen, Netherlands 
00:27:45 Alan Pierce, Salisbury 

00:27:72 Rob Pierce, Salisbury 

00:29:57 Danny Dunn, New Leake 

Mario Raceway 

00:18:80 Arif Mollah, Rochdale 

00:27:79 Adam Tucker, Great Yarmouth 

00:49:38 David Park, Hebburn 

00:51:47 Caroline Fawcett, North Horncastle 
00:53:62 Jon Burrows, Queensland 

Wario Stadium 

00:18:84 Arif Mollah, Rochdale 

00:19:68 Aaron Norris, Western Australia 
00:21:22 Richard Dunn, New Leake 

00:22:03 Rob Pierce, Salisbury 

00:22:17 Danny Dunn, New Leake 

Choco Mountain 

01:00:56 Richard Dunn, New Leake 

1:02:98 Arif Mollah, Rochdale 

01:20:74 Adam Tucker, Great Yarmouth 

01:28:19 Jon Burrows, Queensland 

01:29:94 Jeffrey Van Der Aa, The Netherlands 
01:33:19 Andy Murray, Bournemouth 

Royal Raceway 

01:24:49 Arif Mollah, Rochdale 

01:27:43 Adam Tucker, Great Yarmouth 

01:47:73 Jon Burrows, Queensland 

0^:57:53 Smith, Worcester 

02:07:54 Rob Pierce, Salisbury 

02:14:32 Martin Hurley, St Helens 


Kalamari Desert 

01:01:43 Arif Mollah, Rochdale 

01:09:01 Adam Tucker, Great Yarmouth 

01:23:84 Jon Burrows, Queensland 

01:29:45 James Eyre, Donington Le Heath 

01:37:22 Alan Dundas, Arbroath 

YosHI Valley 

00:34:83 Stacy Needham, Bicester 
00:34:88 Aaron Norris, Western Australia 

00:35:19 Danny Dunn, New Leake 

00:37:64 Arif Mollah, Rochdale 

01:05:34 Matthys ten Ham, The Netherlands 

Rainbow Road 

04:04:92 Adam Tucker, Great Yarmouth 
04:04:70 Arif Mollah, Rochdale 
04:07:89 Jamie Eccles, California 

04:15:95 Alan Dundas, Arbroath 

04:18:57 Charles Nuttall, Oldham 

Banshee Boardwalk 

00:58:76 Jon Burrows, Queensland 

01:20:52 Adam Tucker, Great Yarmouth 

01:47:28 Arthur Van Dalen, The Netherlands 
01:54:64 Arif Mollah, Rochdale 
02:02:06 Alan Dundas, Arbroath 


Donkey Kong’s Jungle Parkway 

00:28:81 Arif Mollah, Rochdale 

00:29:03 Aaron Norris, Western Australia 

00:31:94 Danny Dunn, New Leake 

00:35:01 Rob Pierce, Salisbury 

00:46:29 Richard Dunn, New Leake 

Sherbet Land 

01:35:89 Jon Burrows, Queensland 

01:41:19 Adam Tucker, Great Yarmouth 

01:44:20 Arif Mollah, Rochdale 

01:51:69 James Eyre, Donington Le Heath 

01:53:24 Alan Dundas, Arbroath 

01:54:32 Jamie Eccles, California 

Bowser’s Castle 

01:20:90 Adam Tucker, Great Yarmouth 

01:58:95 Jon Burrows, Queensland 

02:03:39 Arif Mollah, Rochdale 

02:04:44 Kenneth Dundas, Arbroath 

02:05:77 Jamie Eccles, California 


YIAPSCUQcr 


BiSTRlCORDS 
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Toad’s Turnpike 

01:43:33 Arif Mollah, Rochdale 
01:45:53 Jon Burrows, Queensland 

01:46:27 Adam Tucker, Great Yarmouth 

01:46:63 James Allsopp, Alvaston 
01:47:19 Alan Dundas, Arbroath 


Slast Corps 

1 Diamond Sands I 

■ 1:58:0 

Mark Nicol, Western Australia I 

1 2:53:6 

Luke Sutton, Australia 1 

1 Oyster Harbour I 

1 2:55:5 

Mark Nicol. Western Australia I 

1 3:26:5 

Luke Sutton, South Australia 1 

1 Simian Acres I 

0:14:5 

Mark Nicol, Western Australia 

0:14:4 

Luke Sutton, South Australia 

Moon 


2:23:0 

Mark Nicol, Western Australia 

Venus 


2:21:5 

Luke Sutton, Australia 


Tetrisphere 


Rescue 

259549700 Joel Smith, Springwood, Australia 
145032800 Jay Scott, Fort-William 
107614300 John Lambregts, The Netherlands 
82047300 Gavin Brennan, Claremorris 
78621700 Barbel Koolmees, The Hague, Holland 


Chameleon Twist 


Jungle Land 

03 n Luke Sutton. South Australia 


03:15 Robert Gallagher, Southampton 

03:25 Zack King, Surrey 

04:50 Jeffrey Van Der Aa, The Netherlands 

Ant Land 

09:27 Robert Gallagher, Southampton 


Starl/tfarsz 

SpisodeOne 

Kacer 


BoontaTraining Course 

01:53:851 Luke Sutton, South Australia 
01:55:455 Martin Hurley, St Helens 
01:59:323 Andy Murray, Bournmouth 


Ambush At Mos Eisley 

00:35 Richard Dunn, New Leake 

00:45 Arif Mollah, Rochdale 

01:01 Ben Webster, Millbridge 

01:03 Chris Handley, Notts 

01:05 Paul Nicholts, Coventry 

Rendezous On Barkhesh 

05:10 Paul Nicholls, Coventry 

05:19 Richard Dunn, New Leake 

05:19 John Brennan, Bicester 

05:19 Ian Lawlor, Churwell 

05:19 Arif Mollah, Rochdale 

The Search For The Nonnah 


03:29 Arif Mollah, Rochdale 

03:31 Richard Dunn, New Leake 

04:30 John Brennan, Bicester 

04:36 Paul Nicholls, Coventry 

05:06 Ian Lawlor, Churwell 

The Jade Moon 

01:02 Richard Dunn, New Leake 

01:18 Arif Mollah, Rochdale 

01:36 Paul Nicholls, Coventry 

01:50 Ben Webster, Millbridge 

02:02 Ian Lawlor, Churwell 

Defection At Corellia 

08:10 Arif Mollah, Rochdale 

09:02 Chris Handley, Notts 
09:09 John Brennan, Bicester 

The Liberation Of Gerrard V 

02:23 Jason Lloyd Parsons, Llangoed 

04:04 Arif Mollah, Rochdale 

04:04 Richard Dunn, New Leake 

04:39 John Brennan. Bicester 

Imperial Construction Yards 

01:51 Richard Dunn, New Leake 

02:12 Arif Mollah, Rochdale 

02:22 Philip Munt, Surrey 

02:27 John Brennan, Bicester 

02:31 Ian Lawlor, Churwell 

Assault On Kile 11 

01:55 Richard Dunn, New Leake 

02:39 Arif Mollah, Rochdale 

05:55 Ian Lawlor, Churwell 

06:04 Martin Hurley, St Helens 


Arif Mollah, Rochdale 
Ian Lawlor, Churwell 
Martin Hurley, St Helens 


Rescue On Kessel 

0:24 Richard Dunn, New Leake 

0:34 John Brennan, Bicester 

0:37 Paul Nicholls, Coventry 

0:41 Oliver Lonsdale, West Bridgeford 

03:32 Ian Lawlor, Churwell 

Prisons Of Kessel 

07:36 Richard Dunn, New Leake 

08:47 Arif Mollah, Rochdale 

09:01 John Brennan, Bicester 

10:03 •s'l Lawlor, Churwell 

Battle Above Taloraan 

01:58 Arif Mollah, Rochdale 

02:02 Danny Dunn, New Leake 

03:47 Ian Lawlor, Churwell 

06:18 John Brennan, Bicester 

Escape From Fest 

05:29 Arif Mollah, Rochdale 

06:21 John Brennan, Bicester 

Blockade On Chandrila 

04:48 Ian Lawlor, Churwell 

05:10 Arif Mollah, Rochdale 

05:11 John Brennan, Bicester 

05:25 Richard Dunn, New Leake 

Raid On Sullust 

01:25 Arif Mollah, Rochdale 

01:43 Richard Dunn, New Leake 

02:54 Ian Lawlor, Churwell 

Moff Seerdon’s Revenge 

04:01 Arif Mollah. Rochdale 

04:08 John Brennan, Bicester 

05:50 Paul Nicholls, Coventry 

The Battle Of Calamari 

02:37 Richard Dunn, New Leake 

03:11 Arif Mollah, Rochdale 

Battle Of Hoth 

03:16 Arif Mollah, Rochdale 

03:18 Danny Dunn, New Leake 

The Deathstar Trench Run 

01:54 Richard Dunn, New Leake 

01:58 Ben Webster, Millbridge 

01:58 Arif Mollah, Rochdale 

02:16 John Brennan, Bicester 


O 


Richard Dunn, New Leake 
Ian Lawlor, Churwell 


Arif Mollah, Rochdale 


Turok 


'Vigilante'S 


Training Level 

2:12 Michael Williams, Exeter 

2:17 Mikhael Farrelly, Zimbabwe 

2:20 Richard Dunn, New Leake 

2:23 Fiaz Farrelly, Zimbabwe 

2:33 Ben Webster, Millbridge 


Survival Mode 

99:56 with 180 kills 
84:02 with 115 kills 
71:55 with 121 kills 
47:56 with 69 kills 


Ian Lawlor, Churwell 
Ben Andrew, St Ives 
Paul Nicholls, Coventry 
Alex Cadby, Weston- 
Super-Mare 


tCOREZONi CHALLENCE 


scans 

Island 


0:45:20 

Luke Sutton, South Australia 

0:45:48 

Luke Kemp. Sevenoaks 

0:46:76 

Jeffrey Van Der Aa. The Netherlands 

Ski 


1:04:84 

Jeffrey Van Der Aa. The Netherlands 

1:09:48 

Luke Kemp, Sevenoaks 

Rally 


0:53:44 

Jeffrey Van Der Aa, The Netherlands 

0:55:84 

Luke Kemp, Sevenoaks 

Canyon 


0:51:12 

Jeffrey Van Der Aa. The Netherlands 

0:51:84 

Luke Kemp. Sevenoaks 

Mountain 

1:11:44 

Jeffrey Van Der Aa, The Netherlands 

1:13:36 

Luke Kemp, Sevenoaks 

Water 


0:46.-04 

Jeffrey Van Der Aa, The Netherlands 

0:47:92 

Luke Kemp. Sevenoaks 

Pipe 


1:24:24 

Luke Kemp, Sevenoaks 

1.28:52 

Jeffrey Van Der Aa. The Netherlands 

Blade 


0:58:36 

Luke Kemp. Sevenoaks 

0:59:24 

Jeffrey Van Der Aa. The Netherlands 

Aztec 


0:47:52 

Luke Sutton. South Australia 

0:53:32 

Luke Kemp, Sevenoaks 


CONTENDER READY^ 

Your challenge this month is to get 
the highest possible training 
percentages on the comedy boxing 
game Ready 2 Rumble. This includes 
aerobics, sway bag, speed bag, 
heavy bag and weight lifting. 




There can be only one! Well, only one a month 
anyway. Every Issue, the Scorezone gamer who 
triumphs over all comers to pick up the coveted 

accolade of the Ultimate Player wins themselves a rather spiffy Top Drive 3-in-i 
Steering Wheel from Logic 3! This cool piece of kit Is compatible 

with your N64 (obviously) but also 
, works with the PlayStation and 
; , ^ ji jjl the now antique Sega Saturn so 

^ - \ , HH' 't’s perfect for anyone flirting 

^ ^ i with more than one format. 


Any readers not quite adept enough 
to make Ultimate Player can get 
the Top Drive wheel for £44.99 
from Logic 3 on (0208) 902 2211! 


64 llagtaine Issue 3S 2000 
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► RESIDENT EVIL 2 


rtTvzm^ mm 


zombie have taken over, and there's only one 
thing to do... shoot 'em in the brain! 

The SolutiM 


To save time, we’ve covered the different 
scenarios for each character in one 
combined solution - while there are 
minor differences, most of the time 
you’ll be doing the same series of tasks. 
At the points when you do have to do 
something specific to the character 
you’re playing as, we’ve split the text 
into character-headed sections. Keep an 
eye out for any separate areas that 
relate to either Leon or Claire! 

Scenario A 


# Ignore the zombies at the start - turn 
around and run down the street instead, 
dashing down the alley and zig-zagging 
past the undead before ducking through 
the door into the gun shop. 

# Chat to the shopkeeper, then grab the 
two Ammo Boxes from behind each 
counter. When the zombies attack, leg it 
through the back door into the alley. 

# Run along the alley and around to the 
basketball court - shoot the zombies 
through the fence, then dash to the end 
and grab the Ammo in the truck. Shoot 
the zombies that appear, then run 
through the gate and across to the door 
opposite you. 

# Climb the stairs and run across to the 
other side, grab the Ammo from the 


dustbin and then climb up onto the 
dumpster. Blast the female zombie and 
drop down onto the ground again and 
then make a dash for the door that is at 
the far end. 

# Run past the feasting zombies and 
enter the bus on the right. Collect the 
Ammo on the seat then blast the 
crawling zombie before taking out the 
one at the end and leaving the bus by 
the doors behind him. 

# Watch out! Try to dodge past the 
massive swarm of zombies (much easier 
if you switch to the analogue ‘first- 
person’ control system) and enter the 
gate on the left. Now run to the end and 
take the stairs to the underpass, 
climbing up again to reach the front 
doors of the Police Station. 


CHy Police Station 

# Run up the ramp to the left and enter 
the second door along. Talk to the cop 
and collect the Blue Key Card, then 
return to the main entrance hall. 

# Go around the desk and grab the 
Ammo, then use the Blue Key Card on 
the computer to unlock the two double 
doors. Collect the Ink Ribbon (using the 
typewriter to save if you want) and go 
through the double doors on the left. 

# Drop the Combat Knife and Ink Ribbon 
In the Storage Box before picking up the 
note on the sofa. Run around the 


wooden barrier and go through the door 
into the next corridor. 

• Sprint down the passage and search 
the dead guard for Ammo, then move 
forward and be ready for the Licker that 
drops from the celling. Blast him quickly 
and then run forward and collect the 
Green Herb. 

Leon 

• In the next corridor, run 
around and enter the 
door on the right. 

Go through Into 
the back room 
and use your 
Lighter on the 
fireplace to 
get the Red 
jewel before 
going back 
outside. 

# Watch 
out when 
you go 
through the 
door at the end! Kill 
the zombie on the right, then walk 
backwards while blasting the others. 
Run around the corner and get the 
Herbs, then enter the door and place 
them in the Storage Box. 

# Grab the Ammo from the drawer and 
leave, climb the stairs and run to the 
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statue area at the end. Push the two 
statues so that the bronze one is on the 
^ight and the silver one is on the left. 
Collect the Red Jewel, then leave 
through the door. 

• Kill the two cop zombies, run down 
the passage and enter the door on the 
left - this is the STARS office. Search the 
room and pick up the First Aid Spray, 
Diary and Unicorn Medal; check the 
cupboard for another weapon (the 
Shotgun for Leon, the Grenade Launcher 
for Claire) before leaving again. 

• Head back to the main entrance hall; 
watch out for the zombies trying to grab 
you through the windows! Place the 
Unicorn Medal in the fountain plaque to 
receive the Spade Key. 

• Return to where you fought the Licker 
and enter the File Room on the right. 
Push the steps behind the shelves and 

climb them to collect the Crank on top 
of the cupboard, then go back outside. 

# Go back to the door to the STARS 
office and run past it to the end of the 
corridor. Go through the door and kill 
all the zombies, then run right and 
through the door into the Library. 

• Climb the stairs and follow the 
walkway until you fall through. Hit the 
switch and go through the gap, then 

^ press the switches on the two left- 
hand shelves, moving them right each 
time. Grab the item that appears 
(Bishop Plug for Leon, Serpent Stone for 
Claire) and exit through the double 
doors at the back. 

• Kill all the zombies on the balcony 
and walk around to the other side, 
activating the emergency ladder as you 
go. Go through the door and store any 
unwanted items in the box before saving 
the game. 


• Collect the Small Key from the sofa 
and go all the way back to the area 
before the Library. Use the Small Key on 


the desk next to the Library door to open 
the draw - collect the Handgun Parts 
inside and combine them with your gun 
to make it extra strong! Now go back to 
the room beyond the balcony. 

dalra 

• Look over at the sofa and pick up the 
Lighter, then head back to the Briefing 
Room and go into the back room. Light 
the fire with your Lighter and collect the 
Red jewel that appears, then return to 
the room beyond the balcony. 

• Cross to the door opposite and then 
quickly turn right once you’re through it, 
dashing for the door in the corner. Enter 
the passage and kill the crows, then 
dash past the body and the birds that 
smash through the windows to reach the 
door at the end. 

• Cross the roof and go down the stairs, 
dodging around the zombies at the 
bottom to find another door around the 
corner. Collect the Valve Handle from 
inside (as well as the Bowgun if you’re 
playing as Claire) and then return to the 
roof via the stairs outside. 

• Use the Valve Handle on the pipe 
around the corner from the flaming 
helicopter to release the water and 
douse the flames. Now retrace your 
steps back through the crow passage to 
the Storage Box room. 

• Grab both Red jewels and return to 
the junction passage, this time going left 
toward the wreckage. Kill the zombies 
and enter the door to the right, using the 
jewels on the wall panels to receive 
another special item (King Plug for Leon, 
jaguar Stone for Claire). 

• Pick up the Diamond Key from the left 
of the statue, then go all the way back 
through the Police Station until you 
reach the bottom of the stairs past the 
statue area. Equip a powerful gun and 
enter the door at the far end of the 
passage, killing all the zombies inside. 


# Grab the Ammo from the weapons 
drawer and go through the door on the 
left. Enter the small office and kill the 
cop when he becomes a zombie, then 
collect the Heart Key from the desk and 


leave the area through th^oor that is 
on the left. 

• Use the Lockpick on the drawer at the" 
end to get the Plastic Explosives, then 
enter the door on the left. Kill all the 
zombies and enter the small office, 
grabbing the Detonators from the desk. 
Combine this with the Explosives to 
make a bomb and go through into the 
main entrance hall. 

# Head for the corridor with the 
wrecked helicopter in it and blow the 
door on the left open with the bomb. Go 
through into the Police Chief’s office - 
once you’ve spoken to him, leave via the 
door to the left of where you entered. 

• Follow the corridor past the stuffed 
tiger to the Trophy Room. Meet Sherry in 
the room beyond the curtains, then go 
back to the Police Chief’s office. Grab 
the Heart Key from his desk and return 
to the main entrance hall. 

• Cross the entrance hall and equip 
your best weapon before going through 
the small door on the right of the main 
entrance. Blow away all of the zombies 
and then go through the blue doors on 
the right. 

• Blast some more zombies, then enter 
the office and open the safe with the 
combination ‘4542’. Return to the main 
corridor and turn right, following the 
passage to the next door. 

# Kill the zombies and follow the 
passage, entering the first grey door on 
the right. Pick up the Cord and the 
special item (Rook Plug for Leon, Eagle 
Stone for Claire), then kill the Licker that 
smashes through the mirror to get you. 
Leave the room and return to the office 
where you opened the safe. 

# Go past the office into a small corridor 
and turn left, opening the door at the 
end with the Heart Key. Run down the 
passage and use the Cord on the 
flashing panel near the stairs - this 
lowers the shutters and stops zombies 
crawling through the windows later. 

# Turn around and go down the steps to 
the basement - make sure you’ve got a 
full Ammo clip handy! 
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going through the double doors at the 
end. Run through this area, killing the 
dogs that appear and climbing down the 
ladder into the manhole. 

• Go into the door on the left and then 
leave again to meet Sherry. Once you’ve 
chatted to her, she’ll run off and climb 
through a hole - you’ll now be in control 
of Sherry. 

• Use the lift to go up and then dodge 
in and out of the zombies as you dash 
across to the door on the right. Go 
inside and move the boxes as before so 
that when you hit the switch, you can 
cross over and get the Club Key. Now run 
back and go down on the lift again to 
regain control of Claire. 


• Grab the Knight Plug and drop down 
into the cells again. Talk to Ben and 
watch him die before heading back to 
the Septic Pool area. Nip into the 
Storage Room and grab the other three 
Plugs as well as some heavy weaponry, 
then go back outside and enter the 
Pool Room. 


i •Walk slowly down the passage to 
I the junction and take out the two 
I rabid dogs that attack from either 
I side. Don’t run or they’ll charge at 
p. you! Turn right, go through the Brown 
F Doors and enter the Generator Room. 

• Find the control panel and activate 
the switches in this order: On, Off, On, 
On, Off. This turns on the power to the 
ID Card reader outside - collect the Map 
from the shelf on the right and then 
return to the main corridor. 


• Grab the other half of the jaguar 
Stone - combine it with the first half to 
make the complete stone. All three 
stones in hand, run back to the Police 
Chief’s office and set them in the plaque 
behind his desk. When the secret door 
opens, go through and grab the Note 
before going down on the lift. Talk to the 
Chief and when he dies, go down the 
ladder to the lower walkway. 


• Turn right again and head through the 
door at the end of the passage. Talk to 
Ada when she appears and help her 
move the truck aside to access the 
Police Cells. 

• Inside, go to the end of the corridor 
and turn left through the gate. Talk to 

^ Ben and grab the Manhole Opener 
before returning to the passage outside. 
Enter the first door on the left and run 
straight forward, using the Manhole 
Opener on the cover to exit the kennels. 

• Blow the spiders away and climb the 
steps at the end of the watery passage. 
Enter the Storage Room on the left (save 
your game and dump any items you 
don’t need), then leave and check out 
the door marked ‘Septic Pool’ - when 
you leave again, you’ll meet Ada once 

^ more. Once you’ve spoken to her, 
she’ll climb through a gap and 
1^^ you’ll be in control of her. 

• Run through the door and 
blast the waiting dogs, then 
cross the bridge and enter the 
PP ‘nto the 

pit and move the boxes so 
HHHB that they form a horizontal 
line across the back wall - 
now climb out again and hit 
tl|e switch to flood the room. 
HHuIrc^s the crates and grab the 
^^SffubiCey, then leg it back to 
r where Leon is waiting. 


• Pick up the Club Key and run back to 
the corridor beyond the Parking Lot 
(watch out for the Lickeri). Enter the 
double doors on the right near the end 
to find the Morgue - collect the Red Card 
Key and kill all the Zombies that come 

to life. 

• Exit the Morgue and use the Red Card 
Key on the ID Card reader on the right. 
Enter the Weapons Room and collect all 
the Ammo as well as the Sidepack - 
leave the Machine Gun though, as you’ll 
need It much later! 

• Return to the top of the stairs In the 
Police Station near the metal shutters. 
Open the door near the stairs and go 
Inside, grabbing the items from the 
bedside table (the Magnum for Leon, 

Acid Rounds for Claire). Now return to 
the passage located near the 
Interrogation Room. 

• Unlock the door at the end of the 
passage and enter the Press Room. Kill 
the Licker and use your Lighter on the 
furnace In the corner, then light the 
torches in this order: 12,13,11. Collect 
the Gold Cog and then leave. 

• Make your way back to the Library, 
stopping at a Storage Box on the way to 
pick up the Crank. Climb the stairs and 
go through the door at the top, turning 
right on the top balcony in order to find 
another door. 

• Enter and use the Crank on the right 
to lower the steps. Climb up and place 
the Gold Co^ the mechanism, then 
press the button to open the wall. 


Whip out the heavy guns and lay into 
this beast - the Magnum or some Acid 
Rounds will lay him flat in a couple of 
blasts. Be sure to watch out for the little 
weevils that he spews in your direction 
as they can cause some nasty damage. 
Try to wipe them out with your Handgun 
before returning to heavy fire and killing 
the beast - if the weevils latch onto you, 
frantically press the D-Pad or stick to 
shake them off. 


• Once you’ve killed the monster, run 
over the bridge and insert all four Chess 
Plugs into the panel to open the door 
out of here. 

• Go down the steps and into the canal, 
entering the door on the left. Follow the 
water to an opening that you can climb 
into, then go through the door to find 
the Supervisor’s Office. 

• Save the game and move the metal 
cabinet to one side and you will find a 
door. Open It and climb down the ladder, 
then light the lantern with your Lighter 
and collect all the Ammo before 
returning to the office. 

• Grab the Valve Handle from the 
Storage Box and use the lift to go down. 
Once Annette appears and shoots Leon, 
you’ll be in control of Ada again. 


• Follow the path 
^ and turn left at 
the^lfnction, 
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ike you on a short ride ending 
ratory. 


# Leave the cable car and turn left, 
lighting the flare cannon with your 
Lighter. This highlights an object on the 
right - bend down and pick up the Key, 
then go through the dobble doors 
behind you. 

# Follow the passage, dispatchinglRF' 
zombies on the way. Turn left at the 
junction and search the body at the end 
for another weapon (Shotgun Parts for 
Leon, the Spark Shot for Claire). 

# Turn around and take the other fork, 
following the passage and going 
through the doors until you climb a 
ladder to reach the Control Room. 

Collect the Ammo and then save the 
game before leaving through the door. 

# Search the barrels for Ammo, then run 
to the end of the shed and use the 
ladder on the left of the vehicle to reach 
the door. Collect the Control Panel Key 
that is located in the driver’s cabin 
before returning outside. 

# Use the Control Panel Key on the 
console to the right - this activates the 
power and makes the lift descend. When 
the cabin is attacked, go back outside 
onto the moving lift. You will then face 
another monster. 


william Burfcin 

Thanks to his G-Virus serum, William’s 
not the man he used to be... in fact, he 
wants to rip your head off! Use a heavy 
weapon like your enhanced Shotgun or 
Grenade Launcher to stop him - keep 
moving when he gets close to prevent 
him hurting you. Try not to box yourself 
in and then when he starts moving 
slower, wait until he lowers his arms to 
deliver the killer shot! 


• Once you’ve dropped either Ada or 
Sherry off in the Security Room, collect 
all the Ammo and leave the room. Turn 
right and go through the door that is 
ahead of you. 

• Cross the walkway and pass through 
the tower, taking the blue path and 
turning left through the door at the end. 




# Head for the Supervisor’s Office and 
grab the Valve Handle from the box 
before taking the lift down into the 
sewer. Follow the sewer along, killing 
the spiders as you go - grab the Flame 
Rounds from the bodies in the alcove 
and keep going until you eventually 
reach a dead end. 


# When you reach the waterfall, place 
the Wolf Medal in the panel on the right 
before entering the doors opposite. Use 
the Valve Handle on the slot to lower the 
bridge, then raise it again once you’ve 
crossed to the other side. 

• Go through the door and follow the 
passage to the chamber at the end. 
You’ll be able to see into the Trash 
Compactor but before you can go inside, 
another monster attacks! 


Mutant Alligator 

Killing the giant alligator is easy as long 
as you use the right method. Run down 
the passage and examine the yellow 
panel to release an oxygen tank - now 
back off and wait until the alligator 
approaches. He’ll swallow it whole and 
then all you have to do is fire one shot at 
the tank to blow his head clean off! 


Leon 

• Run back to the Trash Compactor and 
open the door before running over to 
meet either Ada. Climb the ladder and 
check the corpse in the Control Area to 
find an Eagle Medal. 


Claire 

• Run back to the Trash Compactor and 
open the door before running over to 
meet Sherry. Grab the Wolf Medal, then 
climb the ladder and check the corpse in 
the Control Area to find an Eagle Medal. 


• Make your way back through the 
alligator passage and across the bridge 
to reach the waterfall again. Place the 
Eagle Medal in the panel in order to shut 
off the water, then go through the door 
behind it. 

• Run down the passage until you reach 
the cable car station. Once there, turn on 
the power with the panel on the right, 
then enter through the door on the left. 


# Chase Annette down the passage, 
grabbing the map from the wall on the 
way. Climb the ladder on the left and run 
through the vent, watching out for the 
cockroaches that attack you. 

# Go down the ladder on the other side 
and run over to the bridge to find 
Annette. Ada will knock Annette over the 
railings - now cross the bridge and use 
the ladder to drop into the main sewer. 
At this point, you’ll go back to 
controlling Leon. 

# Take the path into the sewer and run 
over to the alcove near the ladder, then 

>§earch the bodies to find a Wolf Medal. 

^ Turn around and head down the sewer, 

" killing the spiders as you go. 


mjte the monster is dead, go back to 
jpolice Chief’s office and collect 
erry before returning to the sewer. 

Head through the watery 
^ passages until Sherry 
gets sucked into the 
drain - you’ll now take 
control of her again. 

• With Sherry, head 
for the lower 
Storage Room and 
dodge the 

ventilation 

the 

insects 
it to the 
the 

When you 
reach the 

^ Compactor 
area at the 
end, grab the 
M Wolf Medal in 
W order to 


regain 
control of 
\ Claire. 
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, gnum Parts for Leon, Grenade 
Rounds for Claire). 

# Continue into the lab and kill all the, 
zombies that are waiting there, grabbing 
the Lab Key Card before leaving again. 
Run straight ahead and then enter the 
door that is located in the slimy tunnel 
at the end. 

• Kill the giant moth and the weevils by 
the computer, then access the 
mainframe. Enter your User Name as 
NEMESIS and register your fingerprint 
before heading back to the tower where 
you placed the fuse - watch out for the 
Licker on the way back! 


_ im Burkin 

(again) 

Call the lift at the back of the room to 
make Birkin appear and then run back to 
the door you came in through. When the 
fight starts, you can just blast away with 
your best weapon as Burkin will move 
too slowly to reach you. When he falls 
though, he’ll mutate and start to jump 
around the place - start running and 
keep blasting when you can to finish 
him off. Now enter the lift at the back of 
the room and run down the passage to 
the platform to watch the finale of the 
first mission. 




At the end of the passage is the Cold 
R^^^go inside and pick up the Fuse 
Casi^Trom the rack in the far corner. 

• Use the Fuse Casing on the glowing 
machine to create a Main Fuse, then 
return to the tower you passed through 
and use it on the central console to 
restore power to the lab. 

• Take the red walkway, turn right 
through the door and enter the room at 
the end. Activate the BOW computer in 
the corner, then flame-grill the plant 
(using the Flamerthrower as Leon or 
some Flame Rounds as Claire) and climb 
through the vent. 

• Kill the three Lickers and collect the 
Ammo that is available before leaving 
the room. Head over to the metal shutter 
and open it, then quickly fry the two 
plants that are waiting behind it with 
more flaming firepower. 

• Go through the door and down the 
ladder on the right. Enter the door and 
take out the two nasty Lickers, then 
head down the passage and through the 
door at the end. 

• Grab the Map from the terminal and 
drop any unwanted items in the Storage 
Box before going through the door - 
make sure you’ve got the W.Box Key 
with you! 

• Head along the passage and go left to 
find another door, inside the lab, use the 
W.Box Key on the lockers to find a nice 


Leon 

#Take the blue walkway and go 
through the metal shutter beyond the 
door, registering your fingerprint on the 
panel. Now go through the door on the 
left and kill everything inside before 
^collecting the MO Disk. 

# Return to the corridor where you 
fought all the Lickers and use the MO 
Disk on the computer to open the big 
door on the right. Run down the passage 
and arm your best weapon, ready for the 
final battle. 


Claira 

• Take the blue walkway and go 
through the metal shutter beyond the 
door, remembering to register your 
fingerprint on the panel. Now go 
through the door on the left and turn on 
the lights. Collect a Vaccine Cartridge 
and place it in the VAM machine, then 
turn on the machine and collect the MO 
Disc. When the Base Vaccine is ready, 
remove it from the machine and then 
leave the room. 

• Head back to the Laboratory where 
you collected the Lab Key Card and place 
the Base Vaccine in the Vaccine 
Synthesis Machine. When the Final 
Vaccine is completed, take it and the MO 
Disk back to the passage where you 
fought all the Lickers. 

• Use the MO Disk on the computer to 
open the big door on the right. Run 
down the passage and arm your best 
weapon, ready for the final battle. 


Scenario B 


Chapter One: Racoon 
CHy S t r eet s 

• Run past the zombies and enter the 
gate on the far right. Turn right and go 
into the office at the end, then pick up 
the Cabin Key from the desk and run 
back outside to the door opposite. 
Unlock it and go through. 

• Grab the Ammo on the left and leave 
the shed by the door across from where 
you entered. Run around the alley and 
dodge the zombies, climbing the stairs 
up to the roof of the Police Station. 

• After you’ve seen the helicopter crash, 
run around the corner and past the 
flaming wreckage. Go through the door 
on the left to enter the Police Station. 


Chapter IWo: Racoon 
CHy Police Station 

• Kill all the crows and search the body 
for Ammo, then leave through the door 
at the end. Run past the Lickers into the 
next hallway, then grab the items and 
store any junk in tile Storage Box. 

• Leave the roon^nd run around the 
balcony, killing aithe zombies on the 
other side. Colle® the Unicorn MedlaJ 
from the shield or the wall and then use 
the Emergency Ladder to reach the maiji 
entrance hall. \ 

• Use the Unicorn' Medal on the ,, 
fountain to get the Spade Key, then 
collect the new weapon from the 
reception desk (Shotgun for Leon, 
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Grenade Launcher for Claire). Climb back 
up the ladder and then return to the 
crow passage. 

• Go through the door that is directly 
ahead of you as you enter and use the 
stairs to reach the lower floor. Inside the 
office, collect the Valve Handle and then 
open the safe to obtain the map. The 
combination is still ‘4542’. 

• Return to the crow passage and go 
back to the roof, using the Valve Handle 

on the faucet to douse the flames. 
r ^ Grab the Ammo from the 
^ helicopter and then enter the 

door leading into the crow 
passage again. 

• Once the door is blocked 
with rubble, dash forward 
to meet the Tyrant! Lay into 
him with some heavy 
firepower as he 
approaches and keep 
backing off until he goes 
down. Search him for 
Ammo and leave into the 
Licker corridor. 

# Thankfully, the Lickers 
will be gone - run to the 
end and enter the door on 
the right. Grab the Blue Key 
Card (watch out for the Licker 
dropping in from above!) and 
then head for the main entrance 
hall, using the card on the 
computer to unlock the doors. 

• Go through the double doors 
on the left and kill all the 
I zombies, then store any 
' unwanted items in the Storage 
Box and save the game before 
entering the next corridor. 


^ ' • Use the Spade Key on the door halfway 
^ ^along and move the steps inside to reach 
the Lighter on the cupboard then go back 
ouNl^ide to the main corridor. 

• Continue down the corridor - kill the 
zombies bursting through the windows 
and enter the Briefing Room. Use the 
Lighter on the fireplace in the back to 
get the Red jewel as before. 

• Carry on heading through the Police 
Station, using the Storage Room under 


the stairs to drop off any useless items. 
Head upstairs and move the statues 
about as before in order to get the 
second Red jewel. 

• Head for the STARS office - check the 
cupboard for a new weapon (Magnum for 
Leon, Bowgun for Claire) and the 
Diamond Key from inside before returning 
to the corridor. Kill the zombie, then go 
into the lounge and kill everything before 
running all the way back to the bottom of 
the stairs near the statue area. 


• Slaughter the zombies inside the 
Weapons Room and grab the Ammo 
from the weapons drawer before going 
through the door on the left. Kill some 
more zombies and enter the small office, 
then collect the Heart Key from the desk 
and leave the area through the door on 
the left. 


# Enter the Weapons Room at the end of 
the passage and collect the Ammo 
inside. Use the Lockpick on the drawer 
at the end to get the Plastic Explosives 
and then enter the door on the left. 

# Kill all the zombies and enter the 
small office, grabbing the Detonators 
from the desk. Combine this with the 
Explosives to make a bomb and then go 
through into the main entrance hall. 

• Cross to the small door opposite and 
go through, blasting all the zombies 
with some heavy firepower. Enter the 
door at the end of the passage and 
follow the narrow corridor to the 
Interrogation Room. 

• Go inside and collect the special item 
from the shelf (Rook Plug for Leon, Eagle 
Stone for Claire), then leave and head 
back to the corridor with the wrecked 
helicopter in it. 


• Go into the door on the right and 
place the two Red jewels in the busts to 
get the King Plug. Leave and run through 
the opposite passage, passing through 
the Police Chief’s office and entering the 
private Art Room that is located at the 
end of the corridor. 


• Check the 
curtains to find the 
around and run back through the 
Station to the office where you collected 
the Valve Handle and opened the safe. 


Po 


Oalre 

• Go into the door on the right and 
place the two Red jewels in the busts to- 
get the first half of the jaguar Stone. Go 
back outside and place the bomb on the 
wreckage to blow it away, clearing 
another exit. 

• Run through the opening and enter 
the Police Chief’s office. After youA 
talked to him, go through the do^^n^ 
the left and dash past the stuffed tiger 
to the room at the end. 

• Pass through the curtains and hit the 
switch to turn on the lights - you’ll meet 
Sherry Birkin here. Return to the Police 
Chief’s office and pick up the Heart Key 
and Diary before heading back to the 
office where you collected the Valve 
Handle and opened the safe. 

• Use the Heart Key on the door at the 
back to unlock it, then go through and 
kill the dog before going down the 
steps. Make sure you’ve got plenty of 
Ammo ready for the next area... 

Chapter Three: The 
Basement 

• Down the stairs, run to the junction 
and kill the dogs. Enter the brown 
double doors to the right and activate 
the power by setting the switches in this 
order: On, Off, On, On, Off. 

Leon 

• Leave and turn right, heading through 
the door at the end of the passage. Talk 
to Ad when she appears and help her 
move the truck aside to access the 
Police Cells. 

• Inside, go to the end of the corridor 
and turn left through the gate. Talk to 
Ben and grab the Manhole Opener 
before returning to the passage outside. 
Enter the first door on the left and run 
straight forward, using the Manhole 
Opener on the cover to exit the kennels. 

• Blow the spiders away and climb the 
steps at the end of the watery passage. 
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grab the other three Plugs as well as 
some heavy weaponry, then go back 
outside and enter the Pool Room. 


end of the passage, using the Red Key 
Card to access the Weapons Room. 

# Check the cupboard and collect the 
Machine Gun, then grab all the Ammo 
and go back upstairs to the Police 
Station. Go through the door at the top 
of the stairs and collect the Ammo then 
head for the Interrogation Room. Ignore 
it and go on until you reach the end of 
the corridor then use your Club Key to 
access the Press Room. 

# Run to the end of the room and light 
the furnace, then hit th^ switches in this 
order: 12,13,11. When you move to 
collect the Cog that drops out, the Tyrant 
will burst through the wall - use the 
desk to keep him at bay and lay into him 
with the Machine Gun until he 
eventually goes down. 

# Pick up the Cog and leave the room, 
running back down the corridor to the 
main entrance hall. Watch out when you 
get near the end of the passage; the 
Tyrant comes back for more! Dash back 
and let him have some more Machine 
Gun lead before continuing on your way. 

# Climb the Emergency Ladder to reach 
the upper balcony, kill the Licker and 
then turn right and run to the room at 
the end to grab the Crank from the 
Storage Box if you haven’t already got it. 
Return to the balcony and cross to the 
other side, passing through the double 
doors into the Library. 

# Head for the upper level and run to 
the end, falling through the planks into 
the small area below. Move the 
bookshelves and then collect the special 
item from behind the plaque (Bishop 
Plug for Leon, Serpent Stone for Claire). 

# Go up the steps again and through 
the door on the right, running left along 
the balcony to the door at the end. Use 
the Crank to lower the steps, then insert 
the Cog into the clock and press the 
switch to open a secret door in the wall. 


• Once you’ve collected the other half 
of the jaguar Stone, head back towards 
the Library. Watch out when you reach 
the end of the balcony - the Tyrant 
doesn’t want to give up! Quickly blast 
him with the Machine Gun again and 
then make your way back to the Police 
Chief’s office. 

• Place the three stones in the panel 
behind the Police Chief’s desk. When the 
secret door opens, go through and grab 
the note before going down on the lift. 
Talk to the Chief in the Taxidermy Room 
and when he dies, go down the ladder to 
the lower walkway. 


Enter the Storage Room on the left (save 
your game and dump^y items you 
don’t need), then leave anc|fl||ck out 
the door marked ‘Septic Po^|%vhen 
you leave again, you’ll meet Ada once 
more. Once you’ve spoken to her, she’ll 
climb through a gap and you’ll be in 
control of her. 

• Run through the door and blast the 
waiting dogs, then cross the bridge and 
enter the door on the left. Drop into the 
pit and move the boxes so that they 
form a horizontal line across the back 
wall - now climb out again and hit the 
switch to flood the room. Cross the 
crates and grab the Club Key, then leg it 
back to where Leon is. 


This is an earlier version of William 
Birkin - he’s not as mutated as he was 
when you met him before. His main 
method of attack is to swing the metal 
pipe in your direction, so stay back and 
lay into him with some Acid Rounds or 
Magnum blasts. After four or five shots, 
he’ll start going crazy; hit him once more 
and he’ll fall off the walkway into the 
sewer below. 


# Go back to the main corridor and turn 
right, running through the Parking Lot to 
the cell area. Kill the dogs and grab the 
Crank from inside the Kennels. 

# Retrace your steps and run back down 
the main corridor, going through the 
double doors at the end. Run through 
this area, killing the dogs that appear 
and climbing down the ladder into the 
manhole. 

# Go into the door on the left and then 
leave again to meet Sherry. Once you’ve 
chatted to her, she’ll run off and climb 
through a hole - you’ll now be in control 
of Sherry. 

# Use the lift to go up and then dodge 
in and out of the zombies as you dash 
across to the door on the right. Go 
inside and move the boxes as before so 
that when you hit the switch, you can 
cross over and get the Club Key. Now run 
back and go down on the lift again to 
regain control of Claire. 


# Once you’ve killed the monster, run 
over the bridge and insert all four Chess 
Plugs into the panel to open the door 
out of here. 

# Go down the steps and into the canal, 
entering the door on the left. Follow the 
water to an opening that you can climb 
into, then go through the door to find 
the Supervisor’s Office. 

# Save the game and move the metal 
cabinet to one side to find a door. Open 
it and climb down the ladder, then light 
the lantern with your Lighter and collect 
all the Ammo available before returning 
to the office. 

# Grab the Valve Handle from the 
Storage Box and use the lift to go down. 
Once Annette appears and shoots Leon, 
you’ll be in control of Ada again. 

# Chase Annette down the passage, 
grabbing the map from the wall on the 


# Grab the Knight Plug, then jump down 
the ventilation shaft and head back to 
the cells. Check on Ben (who’s now 
dying) and then go to the Kennels and 
climb into the manhole. 

# Head back to the Septic Pool area. Nip 
into the Storage Room beforehand and 


# Grab the Club Key and then run all the 
way back to the main basement corridor. 
Enter the Morgue, killing the two Lickers 
and collecting the Red Key Card. Leave 
again and go to the card reader at the 
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way. Climb the 
__der on the left 
and run through the 
vent, watching out 
for the cockroaches 
that attack you. 

• Down the ladder 
on the other side, 
run over to the 
bridge to find 
Annette. Ada will 
knock Annette over the 
railings - now cross the 
bridge and use the ladder 
to drop into the main sewer. At 
this point, you’ll go back to 
controlling Leon. 

• Take the path into the sewer 
and run over to the alcove near 
the ladder - search the bodies 
to find a Wolf Medal. Turn 

around and head 
down 
the 

sewer, 
killing 


spiders 
as you 
gc 

H CMre 

[Tonce Birkin has disappeared, go back 
O^p to the Police Chief’s office and collect 
Sherry. Now return to the walkway and 
hit the button on the right in order to ^ 
lower the ladder which will take you into 
Tile sewer - don’t run too fast or you’ll 
leave ^erry behind! 

• Aft^Sherry has been sucked into the 
drain, follow the passages until you 
reach the Supervisor’s Office. Use the lift 
to go down and meet Leon in the 
corridor below, then head through the 
door on the left and make your way into 
the sewer. 

• Turn left and search the bodies in the 
alcove to find a Wolf Medal. Now 
continue through the sewer, going 
through the gate to the far end. Watch 
out for those spiders! 

• When you reach the waterfall, place 
the Wolf Medal in the panel on the right 
before entering the doors opposite. Use 


V* 

tflH 


the Valve Handle on the slot to lower the 
bridge, then raise it again once you’ve 
crossed to the other side. 

• Go through the door and follow the 
passage where you fought the alligator 
to the chamber at the end. Cross the 
Trash Compactor and climb the ladder, 
checking the corpse in the Control Area 
to find an Eagle Medal. 

• Make your way back through the 
alligator passage and across the bridge 
to reach the waterfall again. Place the 
Eagle Medal in the panel in order to shut 
off the water, then go through the door 
behind it. 

• Run down the passage until you reach 
the cable car station - call the car back 
with the panel on the right, then enter 
through the door on the left. This will 
take you on a brief ride to the laboratory. 

Chapter Four: The 
Laboraiory 

• Leave the cable car and turn left, 
lighting the flare cannon with your 
Lighter. This highlights an object on the 
right - bend down and pick up the Key, 
then go through the double doors 
behind you. 

• Follow the passage, dispatching the 
zombies on the way. Turn left at the 
junction and search the body at the end 
for another weapon (Shotgun Parts for 
Leon, the Spark Shot for Claire). 

• Turn around and take the other fork, 
following the passage and going 
through the doors until you climb a 
ladder to reach the Control Room. 

Collect the Ammo and then save the 
game before leaving through the door. 

• Run to the end of the shed and use 
the small lift to go down to the walkway 
below. Head right and go through the 
door, following the narrow passage to 
the console at the end. 

• Collect the Control Panel Key and then 
turn on the monitor. Argh! It’s the Tyrant! 
Whip out your Machine Gun and blast 
him until he goes down, then search him 
for Ammo before heading back to the 
Control Room. 

• Use the Control Panel Key on the 
console to bring the lift back up, then go 
back outside and run to the left of the 
carriage. Press the button on the panel 


to start thojift moving back down agaim j. 
- when sornetFnmg 4 am is on the r oof, 
leave the carriage to investigaf^ 

William BIridn 

This time around, the fight with 
William’s going to be a bit tougher. Use 
a heavy weapon like your enhanced 
Shotgun or Grenade Launcher to stop 
him - keep moving when he gets clos^ 
to prevent him hurting you. Watch out 
for when he raises his arms because if 
you’re within striking distance, he’ll try 
to claw you to death! Try not to box 
yourself in and then when he^frts 
moving slower, wait until he lOTer|jhis 
arms to deliver the killer shot! 

• Sadly, the power in the lift won’t hold 
out for the whole journey - you’ll have 
to get out halfway down and crawl 
through the vent around the back. Turn 
left when you land in the passage and 
go through the door. 

• Go down on the first lift and then run 
right to find a second, smaller lift. Kill 
the three nasty Lickers and hit the 
switch to activate the Main Elevator- 
now run back to the corridor that you 
dropped into from the vent and use the 
lift to go down to the lower level. 

• Kill the skinless zombies and turn 
right, going through the door ahead. 
Dash over the tower then head down 
the blue walkway and exit through the 
door ahead. 

• Turn left and enter the Cold Room, 
then pick up the Fuse Casing on the 
shelf and use it on the glowing machine 
to create the Main Fuse. Go back to the 
tower and place the Fuse in the central 
console to activate the power to the lab. 

• Head down the red walkway and turn 
right through the door, entering the 
room at the end. Kill the zombie||^and • 
collect the Lab Key Card, then teave the 
room and open the shutter on the left. 

• Kill the plants and go through the ^ 
door, climbing down the ladder on the 
other side and entering the next 
corridor. Kill some more vicious Lickers 
and continue along the passage tOL^he 
Monitor Room. 

• Grab the map from the console 
save the game, then go through into t 
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next 


: passage^and kill all the 
1 zombies. Enter BIrkin’s Lab on 
the left and blast everything 
inside before grabbing the 
Power Room Key from the table 
at the end. 

• Go back to the passage outside and 
head for the room at the end - kill the 
giant moth Inside^wd clear the desk of 
weevils before activatinj||e computer. 
Enter your name as ‘NEI^^ft’ and 
register your fingerprint before heading 
back to the Main Fuse tower. 

• Head along the blue walkway and 
open the shutter through the door, using 
your fingerprint to access the Culture 
Experiment Room. Kill all the LIckers 
and grab the Machine Gun Ammo, then 
go back to the Main Elevator and use it 
to return to the upper level. 

• Run along the corridor and go through 
the^or at the end. Push the box onto 
tf^^ and go down, then move the box 
again so that you push It down the 
narrow walkway to the back of the room. 

imb up on the box to reach the 
alkway above, then run over and 
unlock the door to the Power Room. Go 
inside and run onto the platform to meet 
the Tyrant - thankfully, you don’t have to 
fight him... yet! 


the train and going through the gate on 
the left. 

• Climb the stairs on the right and run 
over to the opposite platform. Dash 
across from the stairs to the High 
Capacity Plug Storage and collect both 
plugs before running down the platform 
behind you. 

# Go through the door at the end and 
use the High Capacity Plugs on the 
generator - this powers up the train 
enough for you to escape. Of course, 
things are never thareasy... better get a 
big gun ready! 


able to... that’s because there’s 
something else on the train with you! 
Run through the carriages to where you 
collected the Platform Key and you’l 
find out what it is - William Birkin (or 
what’s left of him) Is back! 


Once you’ve got away from the Tyrant, 
pick up the Master Key from the floor 
and heatj back to the Security Room 
the Main Elevator on the lower^ 
Collect Sherry and then us^ 
r Key in the Main Elevator tcT 
activate the Emergency EscHfe Route. 


saved Sherry from the 
the way back and use the 
to reach the Main Fuse 
nnette dies, pick up the 
rrom her hand and lead 
k to the Main Elevator - use 
Key here to unlock the 
Ekape Route. 


ou eventually make it onto the 
train, run through the door on the right 
head for the rear carriage. Collect 
Platform Key and run back, exiting 

m' 


lyrant 

You’ve shot him, blown him up and set 
him on fire with a vat of molten metal... 
now he’s really mad at you! The Tyrant is 
one persistent geezer - it’s now time to 
finish him once and for all! Keep blasting 
him with the Machine Gun whenever you 
can; this won’t be very often though, as 
you’ll spend most of your time running 
away from him! Make sure that you 
avoid his massive claw swipes and 
move as soon as he gets ready to 
dash; if he catches you more than 
twice, you’re going to be finished! 

Once you’ve damaged him enough 
or survived for what seems like an 
eternity, a mysterious figure will toss 
down a Rocket Launcher to help you 
out - dash over and pick it up (don’t 
forget to equip it!) then let rip at 
The Tyrant. You’ve only got two 
rockets though so you can’t 
afford to miss at this point; 
when you land a successful 
strike, the Tyrant will be 
finished for good. 


william BIridn (for 
the uSt time... 
honest) 

Considering this Is the last fight, it’s 
pretty easy - that is, as long as you’ve 
still got some reasonable weaponry on 
you that you can use. Whip out every 
weapon that you’ve got and lay into him 
with all your remaining ammunition - 
he’s so big, you can hardly miss! After 
you’ve blasted him with everything 
under the sun, he’ll be reduced to a big 
sloppy mess; when this 
happens, the train will start 
moving and 
you’ll finally 
make your 
escape! ■ 


• Run all the way back 
along the platform and 
back to the train, killing 
zombies as you go. Before 
getting back inside the 
train, dash past it and hit the 
switch on the panel to open 
the gates - now go through 
into the train carriage and 
head for the driver’s 
compartment. 

• When you try to start the 
train, you’ll find you won’t be 
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TIm Most OactoH yiw y Secrets in Sports Cntiartainnirjnt* 


As you’d expect, there are quite a few hidden surprises 
lurking beneath the surface of this top wrestling title. Of 
course, if you want to get your hands on them you’re going 
to have to work for it! Here’s a run down of all the goodies 
that are in store for you... 

Stephanie McMahon 

Play through ‘Road To Wrestlemania’ as Test and after ten 
matches, Stephanie will begin to accompany him to the 
ring. When this happens, you’ll be able to select Stephanie 
as a wrestler from the Character Select menu. 

Paul Bearer 

Play through ‘Road To Wrestlemania’ as The Undertaker 
and after ten matches, Paul will begin to accompany him to 
the ring. When this happens, you’ll be able to select Paul 
as a wrestler from the Character Select menu. 


Jim Rom flk lor i y Lawlor 

Play through ‘Road To Wrestlemania’ all the way to the end 
and reach the big Wrestlemania event. Before it starts, Jim 
and Jerry will come out to offer their commentary on the 
night - when this happens, you can select them both as 
wrestlers from the Character Select menu. 

Win the Hardcore Title and defend it three times during 
‘Road To Wrestlemania’ in order to receive a challenge 
from the King of Hardcore, Cactus Jack. Once this has 
happened, you’ll be able to choose him from the Character 
Select screen. 

Dud* Low 

Win the ‘King Of The Ring’ tournament during ‘Road To 
Wrestlemania’ and you’ll get a WWF Title shot at 


Summerslam. Win this match and Dude Love will come out 
to challenge you to a match > when this happens, you’ll be 
able to choose him from the Character Select menu. 

WBK' ShMmm IMchauto 

Win the Royal Rumble during ‘Road To Wrestlemania’ and 
you’ll get a WWF Title shot at Wrestlemania. Win this 
match and Shawn Michaels will come out to challenge you 
to a match - when this happens, you’ll be able to choose 
him from the Character Select menu. 

SmoMiig Skull Bull 

To get your hands on Steve Austin’s Smoking Skull Title 
Belt, play through ‘Road To Wrestlemania’ as Steve and 
complete it by winning the WWF Title at Wrestlemania. 
You’ll now be able to select the belt from the Create A 
Belt menu. 




^standing 


Jumping HH Pin: A 
Face Crusher: B 

Spinning Hurracanrana Pin: Analogue Stick (Tap) 
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MaM Hardy 


Elbow Strike: B (Tap) 
Chop: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad + B (Tap) 

Diving Clothesline: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 

Flipping Dropkick: A + B 


Special Spinning Hurracanrana Pin: Analogue Stick 
(Tap) 


OppoMiit On Mat 

Face Up 

Mounted Punches: A (Near 
Head) 

Knee Smash: A (Near Feet) 
Jumping Punch: B 


Front Grapple 

Weak Elbow Strike: A 

Snapmare: A + Left/Right 
Club To Neck: A -I- Up 
Scoop Slam: A + Down 
Arm Wrench/Elbow Smash: B 
Swinging Neckbreaker: B + Left/Right 
Suplex: B + Up 
Falling Powerslam: B + Down 
Strong Headlock With Punch: A 

Northern Lights Release Suplex: A + Left/Right 
Hopping Sunset Flip Pin: A + Up 
Small Package: A + Down 
Tiger Leg Sweep: B 
Climb Up Wheel Kick: B + Left/Right 
Cross Powerbomb Pin: B + Up 
Northern Lights Suplex Pin: B + Down 
Special Whisper Kill: Analogue Stick (Tap) 

Rear Grapple 

Weak Back Drop: A 

Forearm Smash: B 
Strong jumping HH Pin: A 
Face Crusher: B 


Face Mahistrol Cradle: A (Near Head) 

Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Knee Drop: B 

Opponent In 
TkimbucMe 

Chop: B 

Front Kick: D-Pad + B 
Running Spinning Wheel Kick: 
D-Pad + C Down + B 
High Flipping Dropkick: D-Pad + C Down + A + B 
Front, Shoulder Thrusts: A 

Weak 10 Punch: B 

Front, Frankensteiner: A 

Strong Tornado DDT: B 

Back, Forearm Smash: A/B 

Weak 

Back, Super Back Drop: A/B 

Strong 



After Irish Whip On Opponent 

High Flipping Dropkick: B 
Weak Scissor Sweep: A (Tap) 

Back Toss: A (Hold) 

Strong Hurracanrana: A (Tap) 

Tilt-a-Whirl Sideslam: A (Hold) 
Special Whisper Kill: Analogue Stick (Tap) 


Running At 
Opponent 

Running Shoulderblock: C 
Down + B 

Running Back Elbow Smash: C 
Down + A + B 

Running Spinning Wheel Kick: 

C Down + D-Pad + B 

High Flipping Dropkick: C Down + A -i- B + D-Pad 

On Tkirnbiickle(High 

Risk Manoeuvres) 

Standing 
Missle Dropkick: A/B 
Diving Spinning Wheel Kick: 
A/B (Special) 

On Mat Guillotine Leg Drop: A/B 
450 Splash: A/B (Special) 

Defensive Pose Strike (hold R as you rise 
from the mat) 

Jumping Wheel Kick: R (hold), B 
Evasive Roll: R (hold), L 





^ .•.''I '^L’PPn^HJe 

- ~ I Back Elbow: B 

Weak Shoulder Back Toss: A 

Monkey Toss: A (Hold) 
Strong Tilt-a-Whirl Back 

Breaker: A (Tap) 

Powerslam: A (Hold) 

Special Snowplow: Analogue Stick (Tap) 


Special German Suplex Pin: Analogue Stick (Tap) 

Mounted Position Punching: A 
(Near Head) 

' ^ _ : Knee Smash: A (Near Feet) 


Slap: B (Tap) 

Chop: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 


Front Kick (Long): D-Pad + B (Tap) 
Dropkick To Knee: B (Hold) 
Uppercut: D-Pad + B (Hold) 
Shuffle Sidekick; A + B 


Mahistrol Cradle: A 


, (Near Head) 

Down Single Crab: A (Near Feet) 
Elbow Drop: B 
Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 


Fr^nt-€raii>rrr. 

^ Weak Double Axe Handle: A 

B|||^ ^ Knee Lift: A + Left/Right 

i Overhand Punch: A + Up 
Scoop Slam: A + Down 
Headlock Takedown: B 
Arm Wrench/Elbow Smash: B 

+ Left/Right 
Suplex: B + Up . 

Piledriver: B + Down 
Headlock With Punch: A 
Shoulder Thrusts: A + Left/Right 
Back Body Flip: A + Up 
Backslide Pin: A + Down 
Manhattan Drop: B 

Snow Trapping Headbutts: B + Left/Right 
Stall Suplex: B + Up 
Snap Powerbomb: B + Down 
Snowplow: Analogue Stick (Tap) 


H Running Shoulderblock: C 
Down + B 

Body Attack: C Down + A + B 
Running Clothesline: C Down + 
D-Pad + B 

Running Elbow Attack: C Down + A -»• B + D-Pad 


Chop: B 

Front Kick; D-Pad + B 
Running Clothesline: D-Pad + 
C Down + B 

Jumping Back Elbow Attack: D- 


On. ‘iL : ,. .cklii 

Risk Manoeuvres) 

Standing 

Flying Body Press: A/B 
Flying Body Press; A/B 
j (Special) 


Pad + C Down + A + B 
Front, Shoulder Thrusts: A 

Weak Eye Rakes On Ropes: B 

Front, Su perplex: A 

Strong Frankensteiner: B 

Back, Forearm Smash: A/B 

Weak 

Back, Super Back Drop: A/B 

Strong s 


On Mat 

Guillotine Leg Drop: A/B 


Rear Grapiil^ 

Weak Back Drop: A 

^ Atomic Drop: B 

Strong School Boy Rollup: A 

m Release German Suplex: B 


P^Sie-§tf:i|c§ (hold R as you rise 

from the mat) 

Mini Spinning Heel Kick: R (hold), B 
Evasive Roll: R (hold), L 
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Standing 

Slap: B (Tap) 

Chop: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 
(Tap) 

(Hold) 


Front Grapple 

Weak Overhand Grapple: A 
Snapmare: A + Left/Right 
Club To Neck: A + Up 
Scoop Slam: A + Down 
Headlock Takedown: B 
Arm Wrench/Elbow Smash: 


Piledriver: B + Down 
Strong Headlock With Punch: A 

Shoulder Thrusts: A + Left/Right 
Snake Eyes: A + Up 
Small Package: A + Down 
Manhatten Drop: B 
Powerslam: B + Left/Right 
Thrusting Shoulderbreaker: B -i- Up 
Double Underhook Suplex: B + Down 
Special Hollycaust: Analogue Stick (Tap) 

Rear Grapple 

Weak Back Drop: A 

Forearm Smash: B 





Front Kick (Long): D-Pad + B 
Flipping Dropkick: B (Hold) 
Overhand Punch: D-Pad + B 
Dropkick to Knee: A + B 



B + Left/Right 
Suplex: B + Up 


Strong School Boy Rollup: A 
German Suplex Pin: B 

Special Pump Handle Slam: Analogue Stick (Tap) 

Oppo ne nt On Mat 

Face Up 

Mounted Position Punching: A 
(Near Head) 

Knee Smash: A (Near Feet) 
Stomp: B 


Back, Super Back Drop: A/B 

Strong 

After Irish Whip On Opponent 

High Flipping Dropkick: B 

Weak Shoulder Backtoss: A (Tap) 

Monkey Toss: A (Hold) 

Strong Manhattan Drop: A (Tap) 

Spinebuster: A (Hold) 

Special Hollycaust: Analogue Stick (Tap) 



Face Sitting Reverse Armbar: A (Near Head) 

Down Knee Stomp: A (Near Feet) 

Knee Drop: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 

Opponent In 
Ihmhuckle 

Chop: B 

Front Kick: D-Pad + B 
Running Clothesline: D-Pad + C 
Down + B 

High Flipping Dropkick: D-Pad + C Down + A -h B 

Front, Eye Rake On Ropes: A 

Weak 10 Punch: B 

Front, Foot Choke: A 

Strong Superplex: B 

Back, Forearm Smash: A/B 

Weak 




Running At 


Running Shoulder Block: C 
Down -I- B 

Running Back Elbow Smash: C 
Down + A + B 


Running Clothesline: C Down + D-Pad + B 
High Flipping Dropkick: C Down + A -»■ B + D-Pad 


On Tturabuckln (High Risk Manoeuvres) 

Standing 

Double Axe Handle: A/B 
Double Axe Handle: A/B (Special) 

On Mat Back Elbow Drop: A/B 

Defensive Pose Strike (hold r as you rise 

from the mat) 

Mini Spinning Heel Kick: R (hold), B 
Evasive Roll: R (hold), L 




Special ^ Reverse Suplex: Analogue Stick (Tap) 


j l^ponent On Mat 

Face Up 

Mounted Punches: A (Near 
Head) 


Sitting Sleeper Hold: A 
/ Hammer Blow: B 
Kneeling Camel Clutch: A 
Knee Drop: B 


Standing 

Chop: B (Tap) 

Elbow Strike: D-Pad + B (Tap) 


Front Kick (Short): B (Tap) 

Front Kick (Long): D-Pad + B (Tap) 
Diving Clothesline: B (Hold) 
Overhand Punch: D-Pad + B (Hold) 
Spinning Punch: A + B 


L:ear Grapple 

Weak Back Drop: A 
Bulldog: B 

Strong School Boy Rollup: A 
Abdominal Stretch: B 


Grapple 

Overhand Punch: A 
Eye Rake: A + Left/Right 
Club To Neck: A + Up 
Scoop Slam: A + Down * 

Headlock Takedown: B 

Arm Wrench/Elbow Smash: B + Left/Right 

Suplex: B + Up 

Piledriver: B + Down 

Headlock With Punch: A 

Hip Toss: A + Left/Right 

Back Body Flip: A + Up 

Small Package: A + Down 

DDT: B 

Giant Headbutt: B + Left/Right 

Stall Suplex: B + Up 

Powerbomb Pin: B + Down 

New Jersey Naptime: Analogue Stick (Tap) 


Strong 


Special 


Front 

Weak 


I - - I HeadDutt 10 Grom: A tNear 

Feet) 

High Jumping Elbow: B 
Sitting Reverse Armbar: A (Near Head) 
Knee Stomp: A (Near Feet) ' 


^ppontsnc in 

Tdrnbiickle 

Front Kick: B 
Chop: D-Pad + B 
Running Clothesline: D-Pad + C 
Down + B 

Running Back Elbow Smash: D-Pad + C Down + A + B 

Front, Top Rope Eye Rake: A 

Weak 10 Punch: B 

Front, Superplex: A 

Strong Knee Strikes: B 

Back, Forearm Smash: A/B 

Weak 

Back, Super Back Drop: A/B 

Strong . 


'After Irish Whip 
On Opponent . 

Short Kick: B *' v 
Weak Shoulder Back Toss: A 
(Tap) 

Monkey Toss: A (Hold) 

Strong Powerslam: A (Tap) 

Sleeper Hold: A (Hold) 

Special New Jersey Naptime: Analogue Stick (Tap) 

•i 

Running At 
Opponent 

Running Shoulder Block: C 
Down + B . 

Diving Shoulder Block: C Down 
+ A+B 

Jumping Back Elbow Attack: C 

Down + D-Pad + B 

Diving Spinning Lariat: C Down + A + B + D-Pad 

On TUfnbuckle (High Risk Manoeuvres) 
Standing Shoulder Block: A/B 
On Mat Back Elbow Drop: A/B 

Body Splash: A/B (Special) 


Defensive Pose 

Stf ifce (hold R as you rise 
from the mat) 

Rising Clothesline: R (hold), B 
Evasive Roll: R (hold), L 
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Front Grapple 

Weak Overhand Punch: A 

Club To Neck: A + Left/Right 
Strong Headbutt: A + Up 
Scoop Slam: A + Down 
Headlock Takedown: B 
Double Arm Suplex: B + Left/Right 
Suplex: B + Up 
Piledriver: B + Down 

Strong Headlock With Punch: A 

Russian Leg Sweep: A + Left/Right 
Fireman Carry/Pancake: A + Up 
Jaw Breaker: A + Down 
Manhattan Drop: B 

Thrusting Shoulder Breaker: B + Left/Right 
Double Handed Lifting Chokehold: B + Up 
Powerslam: B + Down 

Special Body Press Slam: Analogue Stick (Tap) 




: Running At* \ 

< 7 pppnnni 

Running Shoulder Block: C 
Down + B 

Running Back Elbow Smash: C 
Down + A + B 

Running Clothesline: C Down 


+ D-Pad + B 

Kitchen Sink: C Down + A + B + D-Pad 


After-IrishiyWIfitf^i 

On Oppdiieni 

Toss: A (Tap) 

* Powerslam: A (Hold) 

Strong 
Mountain Bomb: A (Tap) 

Double Handed Choke Lift: A (Hold) 

Special Body Press Slam: Analogue Stick (Tap) 


On Turjibuckle (High 
Risk Manoeuvres) 

Standing 

Double Axe Handle: A/B 

On Mat 

Back Elbow Drop: A/B 


Rear Grapple 

Weak Back Drop: A 
Back Rake: B 

Strong ' .Abdominal Stretch: A 


Opponent On IVIat 

Face Up 

Mounted Punches: A (Near 
Head) 

Knee Smash: A (Near Feet) 
Elbow Drop: B 
Face Sitting Reverse Armbar: A (Near Head) 

Down Knee Stomp: A (Near Feet) 

- Stomp: B 

Sitting Steeper Hold: A 

Hammer Blow: B 
Kneeling Camel Clutch: A 
Knee Drop: B 


Opponent In 
igir^bucklp 

Chop: B 

Front Kick: D-Pad + B 
Running Clothesline: D-Pad + C 
Down + B 

Running Back Elbow Smash: D- 


Pad + C Down + A + B 
Front, Shoulder' 
Weak 10 Punch: 
Front, Foot ChoK 


Strong 

Back, 

Weak 

Back, 

L Strong 


Shoulder Thrusts: A 
10 Punch: B 
Foot Choke: A 
Multiple Clothesline: B 
Forearm Smash: A/B 


Super Back Drop: A/B 


Defensive Pose Strike (hold r as you rise 
from the mat) 

Low Blow: R (hold), B 

Evasive Roll: R (hold), L - 1 


Special 


Sidestam: B 

Release German Suplex: Analogue Stick (Tap) 


■ |3taniling 

q / I Chop: B (Tap) 

Ig — p i Elbow Strike: 0 -Pad+ Baap) 
Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad 
+ B (Tap) 

Samoan Throat Chop: B (Hold) 

Standing Clothesline: D-Pad + B (Hold) 
jumping Front Kick: A + B 



Steve Blackman 


Elbow Strike: B (Tap) 
Chop: D-Pad + B (Tap) 
Middle Kick: B (Tap) 
Spinning Crescent Kick: D-Pad + B (Tap) 

Dropkick: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 

Axe Kick: A -I- B 




Strong 


Special 


Weak Club To Neck: A 
Chop: A + Left/Right 
Elbow To Back Of Head: A -i- Up 
Scoop Slam: A + Down 
Arm Wrench/Elbow Smash: B 
Double Arm Suplex: B + 

Left/Right 

Snap Suplex: B + Up 
Alternating Knee Strikes: B + Down 
Rib Breaker: A 

Belly To Back Suplex: A + Left/Right 
Back Body Flip: A + Up 
Northern Lights Suplex: A + Down 
Manhattan Drop: B 

Arm Wrench/Hook Kick: B + Left/Right 
Stall Suplex: B + Up 
Arm Dragon Screw: B + Down 
Guillotine Choke: Analogue Stick (Tap) 


Weak Back Drop: A 

Pendulum Back Breaker: B 
Strong Sideslam: A 


German Suplex Pin: B 

Special Abdominal Stretch Pin: Analogue Stick (Tap) 


Opponent On Mat 

Face Up 

Mounted Punches: A (Near 
Head) 

Side Leg Lock: A (Near Feet) 
Quick Elbow Drop: B 


Face Sitting Reverse Armbar: A (Near Head) 
Down Single Leg Crab: A (Near Feet) 

Falling Headbutt: B 
Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Knee Drop: B 


Middle Kick: B 
Chop: D-Pad + B 
Running Clothesline: D-Pad + C 
Down + B 

Jumping Karate Kick: D-Pad + C Down + A + B 

Front, 

Weak 
Front, 

Strong 
Back, 

Weak 
Back, 

Strong 



Shoulder Thrusts: A 
High Punch: B 
Foot Choke: A 
Multiple Clothesline: B 
Forearm Smash: A/B 

Super Back Drop: A/B 



Special 


After Irish Whip 
On Op p on en t 

Back Kick Middle; B 

Weak 

Scissor Sweep: A (Tap) 
Monkey Toss: A (Hold) 
Strong 
Powerslam: A (Tap) 

Belly To Belly Suplex: A (Hold) 

Guillotine Choke: Analogue Stick (Tap) 


Running At 
OpptNient 

Running Shoulder Block: C 
Down + B 

Jumping Back Elbow Attack: C 
Down + A B 

Diving Shoulder Block: C Down 

-I- D-Pad + B 

Jumping Karate Kick: C Down + A B D-Pad 



On 'nirnbuckle (High Risk Manoeuvres) 
Standing Double Axe Handle: A/B 

Missile Dropkick: A/B (Special) 

On Mat Knee Drop: A/B 



Defensive Pose 

Strike (hold R as you rise 
from the mat) 

Sweep: R (hold), B 
Evasive Roll: R (hold), L 
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Stanainsi 

Chop: B (Tap) 

Elbow Strike: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 


Front Kick (Long): D-Pad 

+ B (Tap) 

Flipping Dropkick: B (Hold) 

Overhand Punch: D-Pad + B (Hold) ^ ; 

Jumping Roundhouse Dropkick: A + B , , . 

Front-Graljililer *-' 

I Overhand Punch: A 

Club To Neck: A + Left/Right 
riMC* Headbutt: A + Up 
Snapmare: A + Down 
Arm Wrench/Elbow Smash: B 
Tiger Scissors: B + Left/Right 
Suplex: B + Up 
Jaw Breaker: B + Down 
Strong Headlock With Punch: A 

Russian Leg Sweep: A + Left/Right 
Hopping Rolling Clutch Pin; A + Up 
Small Package: A + Down 
Manhattan Drop: B 

Thrusting Shoulder Breaker: B + Left/Right 
Hurracanrana Pin: B + Up 
Powerbomb Pin; B + Down 

Special Jump Swinging DDT: Analogue Stick (Tap) 

Rear Grapiile 

Weak Back Drop: A 


Forearm Smash; B 
Strong School Boy Rollup: A 
Jumping Heel Kick: B 

Special Rolling Clutch Pin: Analogue Stick (Tap) 


’ rrponent; Dn'IVIatA' 

Face Up 

Mounted Punches: A (Near 
Head) 

Knee Smash: A (Near Feet) 
Jumping Leg Drop: B 


Face Mahistrol Cradle: A (Near Head) 

Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 

QpppPeltt: In 
■ : TrWWibMckte 

vV f B 

^ ] Thump: D-Pad + CDown + B 

|- Running Back Elbow Smash: D- 
Pad + C Down + A + B 
Front, Shoulder Thrusts: A 

Weak 10 Punch: B 
Front, Frankensteiner: A 


Strong High Kick: B 




Back, Forearm Smash: A/B ^ 

Weak ' 1 . ’ 

Back, Super Back Drop: A/B . 

Strong 

After Irish 'Whip-On Oppenent^ 

High Flipping Dropkick: B 
Weak Back Toss; A (Tap) 

Body Press Drop: A (Hold) 

Strong Headscissor Takedown; A (Tap) 

Hurracanrana: A (Hold) 

Special Jump Swinging DDT; Analogue Stick (Tap) 

Runhihq' At:- 
OpponeaBt;' 

'<if ' Running Shoulder Block: C 

Down + B 

^ Diving Shoulder Block: C Down 

Thump: C Down + D-Pad + B 
High Flipping Dropkick: C Down + A + B + D-Pad 

Olt Turnblickle (High Risk Manoeuvres) 
Standing Flying Clothesline: A/B 
Thump: A/B (Special) 

On Mat MoshPit:A/B 

Frog Splash: A/B (Special) 

c Dofeilsive Rose Strilce (hold R as you rise 
from the mat) 

High Flipping Dropkick: R (hold), B 
Evasive Roll: R (hold), L 


_ ^ Jr^ - 



Chas 


Standing 

Chop: B (Tap) 

Elbow Strike: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad + B (Tap) 

Flipping Dropkick: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 

Jumping Roundhouse Dropkick: A -i- B 


Special Reverse DVD: Analogue Stick (Tap) 

Opponent On Mat 

Face Up 

Mounted Punches: A (Near 
Head) 

Knee Smash: A (Near Feet) 
Jumping Leg Drop: B 



Weak 


Strong 


Overhand Punch: A 
Club To Neck: A + Left/Right 
Strong Headbutt: A -i- Up 
Snapmare: A + Down 
Arm Wrench/Elbow Smash: B 
Tiger Scissors: B + Left/Right 
Suplex: B -I- Up 
Jaw Breaker: B + Down 
Headlock With Punch: A 
Russian Leg Sweep; A + Left/Right 
Hopping Rolling Clutch Pin: A + Up 
Small Package: A + Down 
Manhattan Drop: B 


Down 


Mahistrol Cradle: A (Near Head) 
Knee Stomp: A (Near Feet) 
Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 


W -^-4 


Chop: B 

Front Kick: D-Pad + B 
Thump: D-Pad + C Down + B 
Running Back Elbow Smash: D- 


Thrusting Shoulder Breaker: B + Left/Right 


Pad + C Down + A + B 

Hurracanrana Pin: B -i- Up 

Front, 

Shoulder Thrusts: A 

Powerbomb Pin: B + Down 

Weak 

10 Punch:B 

Special Jump Swinging DDT: Analogue Stick (Tap) 

Front, 

Frankensteiner: A 

Strong 

High Kick: B 

Rear Grapple 

Back, 

Forearm Smash: A/B 

Weak Back Drop: A 

Weak 


Forearm Smash: B 

Back, 

Super Back Drop: A/B 

Strong School Boy Rollup: A 

Jumping Heel Kick: B 

Strong 




After Irish Whip 
On Oppon en t 

High Flipping Dropkick: B 

Weak 

Back Toss: A (Tap) 

Body Press Drop: A (Hold) 


Strong Headscissor Takedown: A (Tap) 

Hurracanrana: A (Hold) 

Special Jump Swinging DDT; Analogue Stick (Tap) 



Running At 
Opponent 

Running Shoulder Block: C 
Down + B 

Diving Shoulder Block: C Down 
-I- A-»- B 

Thump: C Down + D-Pad + B 
High Flipping Dropkick: C Down + A + B + D-Pad 


On Tbrnbuckle (High Risk Manoeuvres) 
Standing Flying Clothesline: A/B 
Thump: A/B (Special) 

On Mat Mosh Pit: A/B 

Frog Splash: A/B (Special) 



Defensive Pose 

Strike (hold R as you rise 
from the mat) 

High Flipping Dropkick: R 
(hold), B 

Evasive Roll: R (hold), L 
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Standing 

Slap: B (Tap) 

Chop: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad + B (Tap) 

Standing Clothesline: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 


Front Grapple 

Weak Eye Rake: A 
Strong Headbutt: A + 

Left/Right 

Elbow To Back Of Head: A -i- Up 
Scoop Slam: A + Down 
Arm Wrench/Elbow Smash: B 
Spinning Neck Breaker: B + Left/Right 
Suplex: B + Up 
Jaw Breaker: B + Down 
Strong Headlock With Punch: A 

Back Body Flip: A + Left/Right 
Snake Eyes: A + Up 
Small Package: A + Down 
Manhattan Drop: B 

Thrusting Shoulder Breaker: B + Left/Right 
Stall Suplex: B + Up 
Piledriver: B + Down 

Special Eye Opener: Analogue Stick (Tap) 

Rear Grapple 

Weak Back Drop: A 
Bulldog: B 


Spinning Punch: A + B 




Strong School Boy Rollup: A 
Abdominal Stretch: B 

Special Reverse Suplex: Analogue Stick (Tap) 

Opponent On Mat 

Face Up 

Choke Hold: A (Near Head) 
Headbutt To Groin: A (Near 
Feet) 

Traditional Elbow Drop: B 

Face Sitting Reverse Armbar: A (Near Head) 

Down Single Leg Crab: A (Near Feet) 

Knee Drop: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 



OppiNient In 
Tkirnbuclde 

Chop: B 

Front Kick: D-Pad + B 
Running Clothesline: D-Pad + 
C Down + B 

Running Back Elbow Smash: D-Pad + C Down -i- A + B 

Front, Shoulder Thrusts: A 

Weak 10 Punch: B 

Front, Foot Choke: A 

Strong Knee Strikes: B 

Back, Forearm Smash: A/B 

Weak 



Back, Super Back Drop: A/B 

Strong 

After Irish Whip On Oppon e nt 

Back Middle Kick; B 
Weak Back Toss: A (Tap) 

Monkey Toss: A (Hold) 

Strong Sleeper Hold: A (Tap) 

Abdominal Stretch: A (Hold) 

Special Eye Opener: Analogue Stick (Tap) 

Running At 
Op p on e nt 

Running Shoulder Block: C 
Down + B 

Running Back Elbow Smash: C 
Down 4 - A + B 

Diving Shoulder Block: C Down 

+ D-Pad -I- B 

Running Spin Wheel Kick: C Down + A + B -i- D-Pad 

On 'nirnbuckle (High Risk Manoeuvres) 
Standing Double Axe Handle: A/B 
On Mat Back Elbow Drop: A/B 




Defenshie Pose 

Strike (hold R as you rise 
from the mat) 

Body Tackle: R (hold). B 
Evasive Roll: R (hold). L 



M;ishvyMili 

‘Oq ■ dppbp^§!|^;1 

Short Kick: B -i. / 

Weak 

Back Toss: A (Tap) 

Body Press Drop: A (Hold) 


Special Rear Side Slam: Analogue Stick (Tap) 


Hook Punch: B (Tap) 

Slap: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 


O^^onent On Mat 

Face Up 

Choke Hold: A (Near Head) 
Knee Smash: A (Near Feet) 
Big Splash: B 


Front Kick (Long): D-Pad + B (Tap) 
Standing Clothesline: B (Hold) 
Overhand Punch: D-Pad + B (Hold) 
Mongolian Chop: A + B 


Strong Samoan Drop: A (Tap) 

Double Handed Lifting Chokehold: A (Hold) 
Special Bearhug: Analogue Stick (Tap) 


Front Grapple 

‘ ^ Weak Strong Headbutt: A 
Headlock With Punch: A + 

^ ^ Left/Right 

Club To Neck: A-I- Up 
Scoop Slam: A + Down 
Headlock Takedown: B - 
Shoulder Thrusts: B + Left/Right 
Drop Suplex: B + Up 
Falling Powerslam: B -i- Down 
Headlock With Punch: A 
Belly To Back Suplex: A + Left/Right 
Snake Eyes: A + Up 
Powerslam: A + Down 
Giant Headbutt: B 

Strong Sambo Suplex: B + Left/Right 
Double Handed Lifting Chokehold: B + Up 
Choke Takedown: B + Down 
Bearhug: Analogue Stick (Tap) 


Face Sitting Reverse Armbar: A (Near Head) 
Down Knee Stomp: A (Near Feet) 

' Big Splash: B 
Sitting Sleeper Hold: A 
Hammer Blow: B 

Kneeling Camel Clutch: A : a 

Hammer Blow: B - • ' 


w ' | Opponent 

iUlK Shoulder Block: C 

sSSS^ Running Back Elbow Smash: C 

Running Body Avalanche: C 

Down + D-Pad + B 

Rolling Wheel Kick: C Down A -i- B -h D-Pad 


exponent In 
l^rnbiickle 

Front Kick: B 
Front Kick: D-Pad + B 
Running Body Avalanche: D- 
Pad + C Down + B 
Running Clothesline: D-Pad + 


Oil- TkirnllilllMb (High Risk Manoeuvres) 

Standing Double Axe Handle: A/B 

On Mat Body Splash: A/B (Special) ^ . 


C Down + A + B 

Front, Shoulder Thrusts: A 

Weak Top Rope Eye Rake: B 

Front, Foot Choke: A 

Strong Big Thump: B 

Back, Forearm Smash: A/B 
Weak 

Back, Super Back Drop: A/B 

Strong 


PefPose 

Strike (hold R as you rise 
from the mat) 

Body Tackle: R (hold). B 
Evasive Roll: R (hold). L 


Rear Grapple 

Weak Sideslam: A 

Forearm Smash: B 
Strong Surfboard Stretch: A 
Atomic Drop: B 
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Slap: B (Tap) 

Elbow Strike: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad + B (Tap) 
jumping Front Dropkick: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 

Spinning Punch: A + B 

Front Grapple 

Weak Overhand Punch: A 

Snapmare: A + Left/Right 
Headbutt: A + Up 
Scoop Slam: A + Down 
Headlock Takedown: B 
Falling Neck Breaker: B + Left/Right 
Suplex: B + Up 
Piledriver: B + Down 
Strong Headlock With Punch: A 

Shoulder Thrusts: A-i- Left/Right 
Snake Eyes: A + Up 
Small Package: A + Down 
Manhattan Drop: B 
Giant Headbutt: B + Left/Right 
Thrusting Shoulder Breaker: B + Up 
Falling Powerslam: B + Down 
Special Evenflow DDT: Analogue Stick (Tap) 

Rear Grapple 

Weak Forearm Smash: A 

Multiple Headbutts: B 



Strong School Boy Rollup: A 
Atomic Drop: B 

Special Rolling Clutch Pin: Analogue Stick (Tap) 

Opponent On Mat 

Face Up 

Face Stretch: A (Near Head) 
Knee Smash: A (Near Feet) 
Elbow Drop: B 


Face Mahistrol Cradle: A (Near Head) 
Down Knee Stomp: A (Near Feet) 
Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 


Tkimbuckle 

Chop: B 

Front Kick: D-Pad B 
Running Body Avalanche: D- 
Pad -I- C Down + B 
Running Clothesline: D-Pad + 

C Down + A -I- B 

Front, Shoulder Thrusts: A 

Weak 10 Punch: B 

Front, Foot Choke: A 

Strong Tornado DDT: B 



Back, Forearm Smash: A/B 

Weak 

Back, Super Back Drop: A/B 

Strong 



After Irish Whip 
On Opponent 

Short Kick: B 

Weak 

Back Toss: A (Tap) 

Monkey Toss: A (Hold) 
Strong Back Body Flip: A (Tap) 

Spine Buster: A (Hold) 

Special Evenflow DDT: Analogue Stick (Tap) 

Running At Opponent 

Running Shoulder Block: C Down + B 
Running Back Elbow Smash: C Down + A + B 
Running Clothesline: C Down + D-Pad + B 
Kitchen Sink: C Down + A + B + D-Pad 

On Turnblickle (High Risk Manoeuvres) 
Standing Double Axe Handle: A/B 

Front Dropkick: A/B (Special) 

On Mat Back Elbow Drop: A/B 

Meaniesault: A/B (Special) 

Defensive Pose Strike (hold R as you rise 
from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 






Qpiionent On IVlajfc 

Face Up 

Mounted Punches: A (Near 
Head) 


Frankensteiner: A 
High Kick: B 
Forearm Smash: A/B 


Front, 

Strong 

Back, 

Weak 

Back, 

Strong 


Special Meat Grinder: Analogue Stick (Tap) 


Standing 


On Oe^^oneni 


After Irish Whig 


Chop: B (Tap) 

Elbow Strike: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad + B (Tap) ^ 

Dropkick To Knee: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 

Diving Clothesline: A + B 


Rear Grapple 

Weak Back Drop: A 

Forearm Smash: B 
Strong School Boy Rollup: A 
Sleeper Hold: B 


Front Grapple 

Weak Overhand Punch: A 

Club To Neck: A + Left/Right 
Strong Headbutt: A + Up 
Scoop Slam: A + Down 
Arm Wrench/Elbow Smash: B 
Tiger Scissors: B + Left/Right 
Suplex: B + Up 
jaw Breaker: B + Down 

Strong ' Headlock With Punch: A 

Russian Leg Sweep: A + Left/Right 
Hopping Rolling Clutch Pin: A + Up 
Small Package: A + Down 
Manhattan Drop: B 

Thrusting Shoulder Breaker: B + Left/Right 
Hurracanrana Pin: B + Up 
Powerbomb Pin: B + Down 

Special jump Swinging DDT: Analogue Stick (Tap) 




Knee Smash: A (Near Feet) 
jumping Leg Drop: B 


Face Mahistrol Cradle: A (Near Head) 
Down Knee Stomp: A (Near Feet) 
Elbow Drop: B 
Sitting . Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 


Opponent li} 
Thrnbuckle 

Chop: B ; ^ 

Front Kick: D-Pad + B 
Thump: D-Pad + C Down + B 
Running Back Elbow Smash: D- 


Pad -I- C Down -»• A + B 
Front, Shoulder Thrusts: A 
Weak 10 Punch: B 


High Flipping Dropkick: B 

Weak 

Back Toss: A (Tap) 

Body Press Drop: A (Hold) 

Strong Powerslam: A (Tap) 

Hurracanrana: A (Hold) 

Special jump Swinging DDT: Analogue Stick (Tap) 

K Running At 
Opponent 

Running Shoulder Block: C 
Down + B 

Diving Shoulder Block: C Down 

Yakuza Kick: C Down -i- D-Pad + B 

jumping Back Elbow Attack: C Down + A + B + D-Pad 

On Tkirnbuckle (High Risk Manoeuvres) 
Standing Flying Body Press: A/B 
On Mat Guillotine Leg Drop: A/B 
Frog Splash: A/B (Special) 

Defensive Pose 
Strike (hold R as you rise 
from the mat) 

High Flipping Dropkick: R 
(hold), B 

i Evasive Roll: R (hold), L 
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Back, Forearm Smash: A/B 

Weak 

Back, Super Back Drop: A/B 

Strang 


Standing 

Elbow Strike: B (Tap) 

Chop: D-Pad + B (Tap) 

Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad + B (Tap) 

Diving Clothesline: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 

Dropkick To Knee: A + B . 

Front Grappie i 

Weak 

Club To Neck: A 
Snapmare: A + Left/Right 
Elbow To Back Of Head: A + Up 
Scoop Slam: A + Down 


High Flipping Dropkick: B 
Weak Shoulder Back Toss: A 
(Tap) 

Monkey Toss: A (Hold) 
Strang Scissor Sweep: A (Tap) 

Headscissor Takedown: A (Hold) 

Special Fisherman DDT: Analogue Stick (Tap) 


Rear Grapple 

Weak ' Back Drop: A 
Back Rake: B 


Arm Wrench/Elbow Smash: B 

Falling Neck Breaker: B + Left/Right 

Suplex: B + Up 

Piledriver: B + Down 

Headlock With Punch: A 

Shoulder Thrusts: A + Left/Right 

Snake Eyes: A + Up 

Small Package: A + Down , 

Manhattan Drop: B 

Climb Up Wheel Kick: B + Left/Right 

Brain Buster: B + Up 

Snap Powerbomb: B + Down 

Fisherman DDT: Analogue Stick (Tap) 


Strang 

Special 


^E^poneiit dn:1viai 

Face Up 

Mounted Punches: A (Near 
Head) 

Knee Smash: A (Near Feet) 
Traditional Elbow Drop: B 


pni^Hurnbuickle (High Risk Manoeuvres) 
Standing Missile Dropkick: A/B 
On Mat Big Splash: A/B 


Dafepsi ve; Po^^,>$triko (hold R as you rise 
from the mat) ’ ' ^ 

High Flipping Dropkick: R (hold), B 
Evasive Roll: R (hold), L , > 


Face Mahistrol Cradle: A (Near Head) 
Down Knee Stomp: A (Near Feet) 
Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 


Down + D-Pad + B 
Running Clothesline: 


Special 


School Boy Rollup: A 
jumping Heel Kick: B 
German Suplex Pin: Analogue Stick (Tap) 


I Running Shoulder Block: C 
: Down 4 - B 

I Running Back Elbow Smash: C 
I Down + A + B 
High Flipping Dropkick: C 


Strang 


C Down + A + B + D-Pad 


Opponent Ipi 

Chop: B 

Front Kick: D-Pad + B 
Running Clothesline: D-Pad + 
C Down + B 

High Flipping Dropkick: D-Pad 


+ C Down + A + B 
' Frant, Shoulder Thrusts: A 
Weak 10 Punch: B 
Frant, Superplex: A 

Strang High Kick: B 




Scott 

standing 

Elbow Strike: B (Tap) 
Chop: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad 
+ B (Tap) 

Diving Clothesline: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 

Spinning Sidekick: A + B 


Front Grapple 


HoTlbylor 

Strang School Boy ^lup: A 


Strang 

Pump Handle Suplex: B 

Special Reverse Suplex: Analogue Stick (Tap) 


Op p on e nt On Mat 

Face Up 

Mounted Punches: A (Near 
Head) 

Headbutt To Groin: A (Near 
Feet) 


Back, Super Back Drop: A/B 

Strang 

After Irish Whip On Opponent 

High Flipping Dropkick: B 

Weak Shoulder Back Toss: A (Tap) 

Monkey Toss: A (Hold) 

Strang Scissor Sweep: A (Tap) 

Headscissor Takedown: A (Hold) 

Special Double Arm Powerbomb Pin: Analogue Stick 
(Tap) 


Weak Slap: A 

Snapmare: A + Left/Right 
Elbow To Back Of Head: A + Up 
Scoop Slam: A + Down 
Arm Wrench/Elbow Smash: B 
Falling Neck Breaker: B + Left/Right 
Suplex: B + Up 
Piledriver: B -i- Down 
Strang Headlock With Punch: A 

Double Arm Belly To Belly Suplex: A + 

Left/Right 
Snake Eyes: A + Up 
Backslide Pin: A + Down 
DDT: B 

Climb Up Wheel Kick: B + Left/Right 
Manhattan Drop: B + Up 
Japanese Powerbomb Pin: B + Down 
Special Double Arm Suplex Pin: Analogue Stick (Tap) 



Weak Back Drop: A 
Back Rake: B 


Traditional Elbow Drop: B 
Face Mahistrol Cradle: A (Near Head) 

Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 

Opponent In 
Thrnhuclde 

Chop: B 

Front Kick: D-Pad + B 
Running Clothesline: D-Pad + 
C Down + B 

High Flipping Dropkick: D-Pad + C Down -i- A + B 

Frant, Shoulder Thrusts: A 

Weak 10 Punch: B 

Frant, Superplex: A 

Strang High Kick: B 

Back, Forearm Smash: A/B 

Weak 


Running At 
Opponent 

Running Shoulder Block: C 
Down + B 

Running Back Elbow Smash: C 
Down -I- A -H B 
High Flipping Dropkick: C 

Down + D-Pad + B 

Running Clothesline: C Down + A + B 4 - D-Pad 

On TbrabucMe (High Risk Manoeuvres) 
Standing Double Axe Handle: A/B 

Missile Dropkick: A/B (Special) 

On Mat Tennessee Jam: A/B 

Defensive Pose 

Strike (hold R as you rise 
from the mat) 

High Flipping Dropkick: R 
(hold). B 

Evasive Roll: R (hold), L 
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^i-“i^ J Woman’s Slap: B (Tap) 

Elbow Strike: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad + B (Tap) 

Spinning Elbow: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 

Chyna Low Blow: A -i- B 


Frant Gr^!f*pl€i 

Weak Elbow Strike: A 

Elbow Strike: A + Left/Right 
Elbow Strike: A + Up 
Elbow Strike: A + Down 
Headlock With Punch: B 
Headlock With Punch: B + Left/Right 
Headlock With Punch: B + Up 
Headlock With Punch: B + Down 
Strong Powerslam: A 

. Powerslam: A + Left/Right 
Powerslam: A + Up 
Powerslam: A + Down 
DDT:B 

DDT: B + Left/Right 
DDT: B + Up 
DDT: B + Down 

Special The Pedigree: Analogue Stick (Tap) 


Special Reverse DDT: Analogue Stick (Tap) 

Tppanerit' On 

Face Up 

Mounted Punches: A (Near 
Head) 

Headbutt To Groin: A (Near 
Feet) 

Elbow Drop: B 
Face Sitting Reverse Armbar: A (Near Head) 
Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Knee Drop: B 


l^irnbiickle * ' ' 

h— I ^ 

' Running Clothesline: D-Pad+ 

Tumbling Body Press: D-Pad + C Down + A + B 


Front, 

Weak 

Front, 

Strong 

Special 

Back, 

Weak 

Back, . 

Strong - 


Top Rope Eye Rake: A 
Top Rope Eye Rake: B 
Superplex: A 
Superplex: B 

Frankensteiner: Analogue Stick (Tap) 
Forearm Smash: A/B 

Super Back Drop: A/B 


WWF WRESTLEIWAWIA 2000 ') 


(mnG 


Rear G|rai>|ilej 

Weak Forearm Smash: A 
Forearm Smash: B 
Strong Sleeper iiold: A 

Sleeper HqWj B 


. - ^ 11 ' ,TUra (High Risk Manoeuvres) 

Standing Double Axe Handle: A/B 

Missile Dropkick: A/B (Special) i. 

On Mat Back Elbow Drop: A/B 

Defetisiirie-RoTs^ 

' ^ ' ' ■Sl i' ilie (hold R as you rise 

from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 


Opponent 

Running Shoulder Block: C 
Down + B 

Running Shoulder Block: C 
Down + A + B 

Running Clothesline: C Down 


+ D-Pad + B 

Running Clothesline: C Down + A -h B -i- D-Pad 


Strong 

Special 


Shoulder Back Toss: A (Tap) 
Shoulder Back Toss: A (Hold) 

The Pedigree: Analogue Stick (Tap) 




On ''ratfortenf ■,' 

Short Kick: B ‘ 

Weak 

Scissor Sweep: A (Tap) 
Scissor Sweep: A (Hold) 



Dsbni 

Standing 

Woman’s Slap: B (Tap) 
Woman’s Slap: D-Pad + B (Tap) 
Low Kick: B (Tap) 

Low Kick: D-Pad + B (Tap) 


PMS Left Slap: B (Hold) 

PMS Right Slap: D-Pad -i- B (Hold) 
Overhand Punch: A + B 


Front Grapple 

Weak 

Club To Neck: A 
Club To Neck: A + Left/Right 
Club To Neck: A -I- Up 
Club To Neck: A + Down 
Piledriver: B 
Piledriver: B + Left/Right 
Piledriver: B + Up 
Piledriver: B + Down 
Strong Headlock With Punch: A 

Headlock With Punch: A + Left/Right 
Headlock With Punch: A + Up 
Headlock With Punch: A 4 - Down 
Suplex: B 

Suplex: B + Left/Right 
Suplex: B + Up 
Suplex: B + Down 

Special 

Jarrett Face Buster: Analogue 
Stick (Tap) 

Rear Grapple 

Weak Forearm Smash: A 




Forearm Smash: B 
Strong Sleeper Hold: A 
Sleeper Hold: B 

Special Back Rake: Analogue Stick (Tap) 


Back, Forearm Smash: A/B 

Weak 

Back, Super Back Drop: A/B 

Strong 



Oppon e nt On Mat 

Face Up Mounted Punches: 
A (Near Head) 

Figure Four Leglock: A (Near 
Feet) 

Stomp: B 



After Irish Whip 
On Opponent 

Short Kick: B 

Weak Scissor Sweep: A (Tap) 
Scissor Sweep: A 
(Hold) 


Face Rear Naked Choke: A (Near Head) 
Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 


Oppo n ent In 
Ihmhuclde 

Front Kick: B 
Front Kick: D-Pad -i- B 
Woman’s Running Push Attack: 
D-Pad + C Down + B 
Woman’s Running Push Attack: 

D-Pad + C Down + A -t- B 
Front, Top Rope Eye Rake: A 

Weak Top Rope Eye Rake: B 

Front, Superplex: A 

Strong Superplex: B 



Strong Shoulder Back Toss: A (Tap) 
Shoulder Back Toss: A (Hold) 


Running At 
Oppon e nt 

Woman’s Running Push Attack: 
C Down + B 

Woman’s Running Push Attack: 
C Down -4 A + B 

Woman’s Running Push Attack: 

C Down + D-Pad + B 

Woman’s Running Push Attack: C Down + A + B + D-Pad 

Defenshie Pose 

Strike (hold R as you rise 
from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 
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Woman’s Slap: B (Tap) 

Elbow Strike: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad + B (Tap) 

PMS Left Slap: B (Hold) 

PMS Right Slap: D-Pad + B (Hold) 

Flipping Dropkick: A + B 



Strong 


Special 


Weak 

Elbow Strike: A 
Elbow Strike: A + Left/Right 
Elbow Strike: A + Up 
Elbow Strike: A + Down 
Pi led river: B 
Piledriver: B + Left/Right 
Piledriver: B + Up 
Piledriver: B + Down 
Headlock With Punch: A 
Headlock With Punch: A + Left/Right 
Headlock With Punch: A + Up 
Headlock With Punch: A + Down 
Suplex: B 

Suplex: B + Left/Right 
Suplex: B + Up 
Suplex: B -t- Down 
TKO: Analogue Stick (Tap) 


Rear Grapple 

Weak Forearm Smash: A 
Forearm Smash: B 


Strong 

Special 


Sleeper Hold: A 
Sleeper Hold: B 

Back Rake: Analogue Stick (Tap) 



Opponent On Mat 

Face Up 

Mounted Punches: A (Near 
Head) 

Figure Four Leglock: A (Near 
Feet) 

Stomp: B 

Face Rear Naked Choke: A (Near Head) 

Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 



Opponent In 
‘nirnbuclde 

Front Kick: B 
Front Kick: D-Pad -i- B 
Woman’s Running Push Attack: 
D-Pad + C Down + B 
Running Elbow Smash: D-Pad 


+ C Down + A + B 
Front, Top Rope Eye Rake: A 

Weak Top Rope Eye Rake: B 

Front, Superplex: A 

Strong Superplex: B 


Back, Forearm Smash: A/B 

Weak 

Back, Super Back Drop: A/B 

Strong 

After Irish Whip 
On Opponent 

Short Kick: B 

Weak Scissor Sweep: A (Tap) 
Scissor Sweep: A (Hold) 
Strong Shoulder Back Toss: A 
(Tap) 

Shoulder Back Toss: A (Hold) 

Running At 
Opponent 

Woman’s Running Push Attack: 
C Down + B 

Woman’s Running Push Attack: 
C Down + A + B 
Body Attack: C Down + D-Pad + B 
Body Attack: C Down + A + B + D-Pad 

On TkirnbuckJe (High Risk Manoeuvres) 
Standing Flying Body Press: A/B 

Missile Dropkick: A/B (Special) 

On Mat Double Stomp: A/B 

Body Splash: A/B (Special) 

Defensive Pose Strike (hold r as you rise) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 





Jiij'-r'j 


iJjJjJ 








Stendfng 

Woman’s Slap: B (Tap) 


Forearm Smash: B 
Strong Sleeper Hold: A 
Sleeper Hold: B 


Suplex: B 
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Standing 

Woman’s Slap: B (Tap) 
Chop: D-Pad + B (Tap) 
Front Kick: B (Tap) 
Middle Kick: D-Pad + B (Tap) 


PMS Left Slap: B (Hold) 

PMS Right Slap: D-Pad + B (Hold) 
Overhand Punch: A + B 


Front Grapple 

Weak Elbow Strike: A 

Elbow Strike: A + Left/Right 
Elbow Strike: A + Up 
Elbow Strike: A + Down 
Snap Suplex: B 
Snap Suplex: B + Left/Right 
Snap Suplex: B + Up 
Snap Suplex: B + Down 

Strong Backslide Pin: A 

Backslide Pin: A + Left/Right 
Backslide Pin: A + Up 
Backslide Pin: A + Down 
DDT: B 

DDT: B + Left/Right 
DDT: B + Up 
DDT: B + Down 

Special Pulling Piledriver: Analogue Stick (Tap) 


Rear Grapple 

Weak Forearm Smash: A 
. Forearm Smash: ^ 

Strong Sleeper Hold: A 


Sleeper Hold: B 

Special Back Rake: Analogue Stick (Tap) 


Back, 

Strong 


Super Back Drop: A/B 



Opponent On Mat 

Face Up 

Mounted Punches: A (Near 
Head) 

Figure Four Leglock: A (Near 
Feet) 

Stomp: B 

Face Rear Naked Choke: A (Near Head) 

Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 


Opponent In 
Tkirnbudde 

Front Kick: B 
Middle Kick: D-Pad + B 
Woman’s Running Push Attack: 
D-Pad + C Down + B 
Body Attack: D-Pad + C 

Down + A + B 

Front, Top Rope Eye Rake: A 
Weak Top Rope Eye Rake: B 
Front, Shoulder Thrusts: A 
Strong Shoulder Thrusts: B 
Back, Forearm Smash: A/B 
Weak 




After Irish Whip 
On Opponent 

Short Kick: B 

Weak 

Shoulder Back Toss: A (Tap) 
Shoulder Back Toss: A (Hold) 


Strong Powerslam: A (Tap) 
Powerslam: A (Hold) 


Running At 
Op p o n en t 

Woman’s Running Push Attack: 
C Down + B 

Woman’s Running Push Attack: 
C Down + A -»■ B 
Body Attack: C Down + 

D-Pad + B 

Body Attack: C Down + A + B + D-Pad 

On l^rnbUCMe (High Risk Manoeuvres) 
Standing Flying Body Press: A/B 
On Mat Double Stomp: A/B 

Defensive Pose 

Strike (hold R as you rise 
from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 




fri 


o 



mm 




Forearm Smash: A/B 


Back, 

Weak 

Back, 

Strong 


Forearm Smash: B 
Strong Sleeper Hold: A - 
Sleeper Hold: B 

Special Back Rake: Analogue Stick (Tap) 


Woman’s Slap: B (Tap) 
Woman’s Slap: D-Pad + B (Tap) 


IVORY 


Front Kick: B (Tap) 

Front Kick: D-Pad + B (Tap) 

PMS Left Slap: B (Hold) 

PMS Right Slap: D-Pad + B (Hold) 
Overhand Punch: A + B 


Aftier Irish Whii 
On' Oppohei??" 

Back Elbow: B 

Weak 

Scissor Sweep: A (Tap) 
Scissor Sweep: A (Hold) 


: On Mdt 

f Mounted Punches: A (Near . 

Figure Four Leglock: A (Near 
Feet) 

jun^pjng Leg Drop: B 

Face Rear Naked Choke: A (Near Head) 

Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 


r ^ Weak 

\ jf> Snapmare: A 

Snapmare: A + Left/ Right 
» ‘ r Snapmare: A + Up 

Snapmare: A + Down 
Piledriver: B 

Piledriver: B + Left/Right 
Piledriver: B f Up 
Piledriver: B + Down 
HeadlockWith Punch: A 
Headlock With Punch: A + Left/Right 
Headlock With Punch: A + Up 
Headlock With Punch: A + Down 
Stall Suplex: B 
Stall Suplex: B + Left/Right 
Stall Suplex: B + Up 
Stall Suplex: B + Down 
Special 

^ Swing: Analogue Stick 

1 (Tap) 


Strong Shoulder Back Toss: A (Tap) 
Shoulder Back Toss: A (Hold) 


Running At 
^^rs^oneiit 

Woman’s Running Push Attack: 
C Down + B 

Woman’s Running Push Attack! 
C Down + A + B 
Body Attack: C Down + 


Op|iibn4i]lt:lii 

^rnbuckle 

Front Kick: B 
Front Kick: D-Pad + B 
Woman’s Running Push Attack: 
D-Pad + C Down + B 
Running Back Elbow Smash: D 


D-Pad + B 

Body Attack: C Down + A + B + D-Pad 


Jn Tlirnbttckle (High Risk Manoeuvres) 
Standing Flying Body Press: A/B 
On Mat Double Stomp: A/B 


Pad + C Down + A + B 
Front, Top Rope Eye Rake: A 

Weak Top Rope Eye Rake: B 

Front, Shoulder Thrusts: A 

Strong Shoulder Thrusts: B 


Defensive Rose Strike (hold r as you rise 
from the mat) 

Low Blow: R (hold), B _ 

Evasive Roll: R (hold), L I 


Rv(Sr/Gi^|fiklc 

Weak Forearm Smash: A 
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Strong Atomic Drop: A 


Shin Breaker: B 


Special Back Rake: Analogue Stick (Tap) 


Sitting 


Qttttonerti 

^ - i. /-#' I Face Up 

t Mounted Punches: A (Near 

! jure Four Leglock: A (Near 
Elbow Drop: B 

Face Sitting Reverse Armbar: A (Near Head) 

Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A 

Hammer Blow: B * 

Kneeling Camel Clutch: A / 

Hammer Blow: B ^ 

■ .. i *' "■ 

I I In , 

I I 

■ Front Kick: B 

^ 

HK # Running Back Elbow Smash: D- 

Pad + C Down + B 
Running Clothesline: D-Pad + C Down + A + B 
Front, Top Rope Eye Rake: A 

Weak Top Rope Eye Rake: B . 

Front, Superplex: A 

Strong Superplex: B 

Back, Forearm Smash: A/B 


Super Back Drop: A/ B < ^- • t 

After ^lris.il^^vS^li|i|lll^' 

■On/'0AB(Sn4nf-vxr*:f:i:«^a 

Short Kick: B ' * * r I 

weak '*>'43 

Scissor Sweep: A (Tap) • 

Scissor Sweep: A (Hold) ' 

Strong Shoulder Back Toss: A (Tap) S 

Shoulder Back Toss: A (Hold) - r; v, 4 


mmi ^ 


mm' 


nuiiniing 

40BBonent-;Vvij 

Running Shoulder Block: C 
Down + B 

Running Shoulder Block: C 
Down + A + B 

Running Back Elbow Smash: C 


Down + D-Pad + B 

Running Back Elbow Smash: C Down + A + B + D-Pad 


Top Rope Eye Rake: A 
Top Rope Eye Rake: B 
Superplex: A 
Superplex: B 
Forearm Smash: A/B 


;r.vs^ . 

' 1 Stirilce (hold R as you rise 

from the mat) 

llllflll Low Blow: R (hold), B 
^ 5 | Evasive Roll: R (hold), L 


Rear Grapple 

Weak Back Drop: A 


SteiialnB: 


Elbow Strike: B (Tap) 


Slap: D-Pad + B (Tap) 


Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad + B (Tap) 

Overhand Punch: B (Hold) 

Overhand Punch: D-Pad + B (Ijold) 

Overhand Punch: A + B 


Strong 


Special 


|=roiil"^rappli^ 

I Scoop Slam: A 

r -umil Scoop Slam: A + Left/Right 
Scoop Slam: A + Up 
Scoop Slam: A + Down 
Piledriver: B 

Piledriver: B + Left/Right 

Piledriver: B -i- Up 

Piledriver: B + Down 

Headlock With Punch: A 

Headlock With Punch: A + Left/Right 

Headlock With Punch: A + Up 

Headlock With Punch: A + Down 

Stall Suplex: B 

Stall Suplex: B + Left/Right 

Stall Suplex: B + Up 

Stall Suplex: B + Down 

Pulling Piledriver: Analogue Stick (Tap) 






mTT' 














CwraM Brisco 


Back, Super Back Drop: A/B 

Strong 


After Irish Whip 
On Opponent 

Short Kick: B 

Weak 

Scissor Sweep: A (Tap) 
Scissor Sweep: A (Hold) 


Strong Shoulder Back Toss: A (Tap) 
Shoulder Back Toss: A (Hold) 


Rear Grapple 

Weak Back Drop: A 

Forearm Smash: B 


Strong Atomic Drop: A 
Shin Breaker: B 

Special Back Rake: Analogue Stick (Tap) 


Chop: B 

Front Kick: D-Pad + B 
Running Back Elbow Smash: D- 
Pad -I- C Down + B 
Running Clothesline: D-Pad + 


C Down + A -I- B 


Front, 

Weak 

Front, 

Strong 

Back, 

Weak 


Top Rope Eye Rake: A 
Top Rope Eye Rake: B 
Superplex: A 
Superplex: B 
Forearm Smash: A/B 


Defensive Pose 
Strike (hold R as you 
rise from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 


-I- B (Tap) 
Overhand Punch: 
Overhand Punch: 
Overhand Punch: 


Front Grapple 

Weak 

Scoop Slam: A 
Scoop Slam: A + Left/Right 
Scoop Slam: A + Up 
Scoop Slam: A + Down 
Piledriver: B 
Piledriver: B + Left/Right 
Piledriver: B + Up 
Piledriver: B + Down 
Strong Headlock With Punch: A 

Headlock With Punch: A + Left/Right 
Headlock With Punch: A + Up 
Headlock With Punch: A + Down 
Stall Suplex: B 
Stall Suplex: B + Left/Right 
Stall Suplex: B -i- Up 
Stall Suplex: B -i- Down 

Special Pulling Piledriver: Analogue Stick (Tap) 


Face 

Down 

Sitting 

Kneeling 


Opp one nt On Mat 

Face Up 

Mounted Punches: A (Near 
Head) 

Figure Four Leglock: A (Near 
Feet) 

Elbow Drop: B 
Sitting Reverse Armbar: A (Near Head) 

Knee Stomp: A (Near Feet) 

Stomp: B 
Sleeper Hold: A 
Hammer Blow: B 
Camel Clutch: A 
Hammer Blow: B 


Running 
Shoulder 
Block: C 
Down + B 


Running 
Shoulder Block: C Down + A -i- B 
Running Back Elbow Smash: C 
Down + D-Pad + B 
Running Back Elbow Smash: C 
Down -h A + B -I- D-Pad 


Stamdlng 

Slap: B (Tap) 

Chop: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad 


B (Hold) 

D-Pad + B (Hold) 
A + B 
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t I iftamllnig ■ 

yiljLA-A: J Slap: B aap) 

Chop: D-Pad + B (Tap) 

Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad + B (Tap) 

Overhand Punch: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 

Overhand Punch: A + B " ^ ^ 


Fteilt 

0 Weak * 

Scoop Slam: A 

; Scoop Slam: A Left/Right 

Scoop Slam: A + Up 
Scoop Slam: A + Down 
Piledriver: B 

Piledriver: B + Left/Right 

Piledriver: B -i- Up 

Piledriver: B + Down 

HeadlockWith Punch: A 

Headlock With Punch: A + Left/Right 

Headlock With Punch: A -f- Up 

HeadlockWith Punch: A + Down 

Stall Suplex: B 

Stall Suplex: B + Left/Right 

Stall Suplex: B + Up 

Stall Suplex: B + Down 

Pulling Piledriver: Analogue Stick (Tap) 


Strong Atomic Drop: A 
Shin Breaker: B 

Special Back Rake: Analogue Stick (Tap) 


Cili 'IVIat 

Face Up 

Mounted Punches: A (Near 
Head) 

Figure Four Leglock: A (Near 
Feet) 

Elbow Drop: B 


Sitting Reverse Armbar: A (Near Head) 
Knee Stomp: A (Near Feet) 

Stomp: B 


Back, Forearm Smash: A/B 

Weak 

Back, Super Back Drop: A/B 

Strong 


.ifteririsit Whip; 
Or 

Short Kick: B 

Weak 

Scissor Sweep: A (Tap) 
Scissor Sweep: A (Hold) 


Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 


Strong 


Q_ Ir 

Chop: B 

Front Kick: D-Pad + B 
Running Back Elbow Smash: D- 
Pad + C Down + B 
Running Clothesline: D-Pad + 


Special 


Weak Back Drop: A 

Forearm Smash: B 


Front, 

Weak 

Front, 

Strong 


C Down -»■ A + B 
Top Rope Eye Rake: A 
Top Rope Eye Rake: B 
Superplex: A 
Superplex: 8 


Strong Shoulder Back Toss: A (Tap) 

Shoulder Back Toss: A (Hold) 

Running Shoulder Block: C 
Down + B 

Running Shoulder Block: C 
Down -»• A B " 

Running Back Elbow Smash: C 

Down + D-Pad + B 

Running Back Elbow Smash: C Down + A + B + D-Pad 


(hold R as you rise 
from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 



•H a ar t hr a iik KM* ShmMn MkhiMls 

Special Rolling Clutch Pin: Analogue Stick (Tap) 


Chop: B (Tap) 

Elbow Strike: D-Pad + B (Tap) 
Front Kick: B (Tap) 

Spinning Crescent Kick: D-Pad -i- B (Tap) 

Snap jab: B (Hold) 

Quick Jab: D-Pad -i- B (Hold) 

Cheap Shot To Throat: A -i- B 



Strong 


Weak 


Weak 

Overhand Punch; A 
Snapmare: A -i- Left/Right 
Double Axe Handle: A + Up 
Scoop Slam: A + Down 
Headlock Takedown: B 
Arm Wrench/Elbow Smash: B + Left/Right 
Snap Suplex: B + Up 
Jaw Breaker: B -f* Down 
HeadlockWith Punch: A 
Swinging Neck Breaker: A -i- Left/Right 
Snake Eyes: A + Up 
Small Package: A + Down 
DDT:B 

Manhattan Drop: B + Left/Right 
Stall Suplex: B -i- Up 
Jumping Piledriver: B + Down 


Special Sweet Chin Music: Analogue Stick (Tap) 


Back Drop: A 
Forearm Smash: B 
Strong School Boy Rollup: A 
Sleeper Hold: B 



Face Up 

Mounted Punches: A (Near 
Head) 

Figure Four Leglock: A (Near 
Feet) 

Traditional Elbow Drop: B 


Face 


Sitting Reverse Armbar: A (Near Head) 
Single Leg Crab: A (Near Feet) 

Angry Stomp: B 
Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Knee Drop: B 



+ C Down + A + B 

Front, 

Shoulder Thrusts: A 

Weak 

10 Punch: B 

Front, 

Superplex: A 

Strong 

High Kick: B 

Back, 

Weak 

Forearm Smash: A/B 

Back, 

Strong 

Super Back Drop: A/B 

. - - -i* 








Back Elbow: B 

Weak 

Back Toss: A (Tap) 
Monkey Toss: A (Hold) 


Strong Hurracanrana Pin: A (Tap) 
Sleeper Hold: A (Hold) 


Running At Opponent 
Running Shoulder Block: C Down + B 
Running Back Elbow Smash: C Down -i- A -t- B 
Running Jumping Elbow Smash: C Down -i- D-Pad -i- B 
Jumping Back Elbow Attack: C Down + A + B + D-Pad 


Chop: B 

Middle Kick: D-Pad + B 
Running Clothesline: D-Pad + 
C Down + B 

High Flipping Dropkick: D-Pad 



Risk Manoeuvres) 
Standing 
Missile Dropkick: A/B 
Diving Moonsault: A/B 
(Special) 


(High 


On Mat 


Elbow Strike: A/B 
Body Splash: A/B (Special) 



I (hold R as you rise 
from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 


' -I' 
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Jeny niM 

Standing 

Slap: B (Tap) 

Chop: D-Pad + B (Tap) 

Front Kick (Short): B (Tap) 

Front Kick (Long): D-Pad + B (Tap) 

Overhand Punch: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 

Overhand Punch: A + B 


Front Grapple 

Weak 

Scoop Slam: A 
Scoop Slam: A + Left/Right 
Scoop Slam: A + Up 
Scoop Slam: A -i- Down 
Piledriver: B 
Piledriver: B + Left/R^ght 
Piledriver: B + Up 
Piledriver: B + Down 
Strong Headlock With Punch: A 

Headlock With Punch: A + Left/Right 
Headlock With Punch: A + Up 
Headlock With Punch: A + Down 
Stall Suplex: B 
Stall Suplex: B + Left/Right 
Stall Suplex: B + Up 
Stall Suplex: B + Down 

Special Pulling Piledriver: Analogue Stick (Tap) 



Rear 

Weak 


Grapple 

Back Drop: A 
Forearm Smash: B 


King* Lawler 

Strong Atomic Drop: A 
Shin Breaker: B 

Special Back Rake: Analogue Stick (Tap) 



Opponent On Mat 

Face Up 

Mounted Punches: A (Near 
Head) 

Figure Four Leglock: A (Near 
Feet) 

Elbow Drop: B 


Face Sitting Reverse Armbar: A (Near Head) 
Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 



Opponent In 
'nirnbuckle 

Chop: B 

Front Kick: D-Pad + B 
Running Back Elbow Smash: D- 
Pad + C Down + B 
Running Clothesline: D-Pad + 


C Down + A + B 

Front, Top Rope Eye Rake: A 

Weak Top Rope Eye Rake: B 

Front, Superplex: A 

Strong Superplex: B 


Back, Forearm Smash: A/B 

Weak 

Back, Super Back Drop: A/B 

Strong 

After Irish Whip 
On Opponent 

Short Kick: B 

Weak 

Scissor Sweep: A (Tap) 
Scissor Sweep: A (Hold) 

Strong Shoulder Back Toss: A (Tap) 

Shoulder Back Toss: A (Hold) 



Running At 
OppiNient 

Running Shoulder Block: C 
Down + B 

Running Shoulder Block: C 
Down + A + B 

Running Back Elbow Smash: C 

Down + D-Pad + B 

Running Back Elbow Smash: C Down -i- A -h B + D-Pad 

■ Defensive Pose 

Strike (hold R as you rise 
from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 




StandinS^^^" 

Slap: B (Tap) 

Chop: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 
Front Kick (Long): D-Pad 


Back, Forearm Smash: A/B 

Weak 

Back, Super Back Drop: A/1 

Strong 


Forearm Smash: B 
Sleeper Hold: A 
Sleeper Hold: B 

Back Rake: Analogue Stick (Tap) 


Gp^nnent ’On IVIat 

Face Up 

Mounted Punches: A (Near 
Head) 

Figure Four Leglock: A (Near 
Feet) ■ j 

Elbow Drop: B 


After Irish Whip 
On Opponent 

Short Kick: B 

Weak 

Scissor Sweep: A (Tap) 
Scissor Sweep: A (Hold) 


+ B (Tap) 

Overhand Punch: B (Hold) 
Overhand Punch: D-Pad + B (Hold) 
Overhand Punch: A -i- B 


S l^rcant Grapple , 

Weak 

. Overhand Punch: A 
Overhand Punch: A + 

Left/Right 

Overhand Punch: A + Up 
Overhand Punch: A + Down 

Piledriver: B 

Piledriver: B + Left/Right 
Piledriver: B + Up 
Piledriver: B + Down 
Headlock With Punch: A 
Headlock With Punch: A + Left/Right 
Headlock With Punch: A + Up 
Headlock With Punch: A + Down 
Suplex: B 

Suplex: B + Left/Right 
Suplex: B + Up 

Suplex: B + Down ' - 

Pulling Piledriver: Analogue Stick (Tap) 


Strong Shoulder Back Toss: A (Tap) 
Shoulder Back Toss: A (Hold) 


Face Sitting Reverse Armbar: A (Near Head) 
Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A " ' 

■, Hammer Blow: B ‘ 

Kneeling Camel Clutch: A 
Hammer Blow: B 


Running" At 

^j^^enent 
Running Shoulder Block: C 
Down 

^ i^unning Shoulder Block: C 

Down + A + B 

Running Back Elbow Smash: C 

Down + D-Pad + B 

Running Back Elbow Smash: C Down 4- A + B -i- D-Pad 


Opponent In 
TOrnbuckle 

Chop: B 

Front Kick: D-Pad + B 
Running Back Elbow Smash: D- 
Pad + C Down -I- B 
Running Clothesline: D-Pad + 


Defensive 

Stfike (hold R as you rise 
from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 


C Down + A + B 

Front, Top Rope Eye Rake: A 
Weak Top Rope Eye Rake: B 
Front, ' Superplex: A 
Strong Superplex: B 


Gra|»|sie 

^ Weak Forearm Smash: A 


L • ■' 





M' 

B 

lM 














































After Irish Whip 
On Oppone n t 

Short Kick: B 

Weak 

Scissor Sweep: A (Tap) 
Scissor Sweep: A (Hold) 


Stephanie 


Rear Grapple 

Weak Forearm Smash: A 
Forearm Smash: B 


Strong Sleeper Hold: A 
Sleeper Hold: B 

Special Pump Handle Slam: Analogue Stick (Tap) 


Oppon e nt On Mat 

Face Up 

Mounted Punches: A (Near 
Head) 

Figure Four Leglock: A (Near 
Feet) 

Stomp: B 


Face Rear Naked Choke: A (Near Head) 
Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 


Front Kick: B 
Front Kick: D-Pad + B 
Woman’s Running Push Attack: 
D-Pad + C Down + B 
Running Elbow Smash: D-Pad 


+ C Down + A + B 

Front, Top Rope Eye Rake: A 

Weak Top Rope Eye Rake: B 

Front, Shoulder Thrusts: A 

Strong Shoulder Thrusts: B 


Back, 

Weak 

Back, 

Strong 


Forearm Smash: A/B 
Super Back Drop: A/B 


Defenshra Pom 

Strike (hold R as you rise 
from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 


standing 

Woman’s Slap: B (Tap) 
Woman’s Slap: D-Pad -i- B (Tap) 
Low Kick: B (Tap) 


(Hold) 


Front Grapple 

Weak 

Club To Neck: A 
Club To Neck: A + Left/Right 
Club To Neck: A + Up 
Club To Neck: A + Down 
Piledriver: B 
Piledriver: B + Left/Right 
Piledriver: B + Up 
Piledriver: B + Down 
Strong Headlock With Punch: A 

Headlock With Punch: A + Left/Right 
Headlock With Punch: A -i- Up 
Headlock With Punch: A + Down 
Suplex: B 

Suplex: B -I- Left/Right 
Suplex: B + Up 
Suplex: B + Down 

Special Mac Stunner: Analogue Stick (Tap) 


Low Kick: D-Pad + B (Tap) 
PMS Left Slap: B (Hold) 
PMS Right Slap: D-Pad + B 
Spinning Elbow: A -i- B 


Strong Shoulder Back Toss: A (Tap) 

Shoulder Back Toss: A (Hold) 

Running At 
Op p onent 

Woman’s Running Push Attack: 
C Down + B 

Woman’s Running Push Attack: 
C Down + A + B 

Running Elbow Smash: C Down 

+ D-Pad + B 

Running Elbow Smash: C Down + A + B + D-Pad 










Standing 


Slap: B (Tap) 


Chop: D-Pad + B (Tap) 


Front Kick (Short): B (Tap) 


Strong Shoulder Back Toss: A (Tap) . ^ 

Shoulder Back Toss: A (Hold) 

Running At 
t:^g)ponent 

Running Shoulder Block: C ^ 
Down + B 

Running Shoulder Block: C 
Down + A + B 
Running Back Elbow Smash: C Down + D-Pad + B 
Running Back Elbow Smash: C Down + A + B + D-Pad 


Strong 


Special 


^ Front Grap|»l^ 

I Weak 

Overhand Punch: A 

' ^ I Overhand Punch: A + 

Left/Right 

QgiQQII' Overhand Punch: A + Up 

-^ Overhand Punch: A + Down 

Piledriver: B 

Piledriver: B + Left/Right 
Piledriver: B -J- Up 
Piledriver: B + Down 
Headlock With Punch: A 
Headlock With Punch: A + Left/Right 
Headlock With Punch: A + Up 
Headlock With Punch: A + Down 
Suplex: B 

Suplex: B + Left/Right 
Suplex: B + Up 
Suplex: B + Down 

Pulling Piledriver: Analogue Stick (Tap) 


Opponent On Mat 

Face Up 

Mounted Punches: A (Near 
Head) 

Figure Four Leglock: A (Near 
Feet) 

Elbow Drop: B 


opppiieiit Id 
Tdriiiiiickle 

Chop: B 

Front Kick: D-Pad + B 
Running Back Elbow Smash: D- 
Pad + C Down + B 
Running Clothesline: D-Pad + 


C Down + A + B 

Front, Top Rope Eye Rake: A 

Weak Top Rope Eye Rake: B 

Front, Shoulder Thrusts: A 

Strong Shoulder Thrusts: B 


Back, Forearm Smash: A/B 

Weak 

Back, Super Back Drop: A/B 

Strong 








+ B aap) 
Overhand Punch: 
Overhand Punch: 
Overhand Punch: 


Rear Grapple 

Weak Forearm Smash: A 


Strong 

Special 


Forearm Smash: B 
Sleeper Hold: A 
Sleeper Hold: B 

Back Rake: Analogue Stick (Tap) 


Face Sitting Reverse Armbar: A (Near Head) 
Down Knee Stomp: A (Near Feet) 

Stomp: B 

Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Hammer Blow: B 


After Irish Whip 
On Opponent 

Short Kick: B 


Weak 


Scissor Sweep: A (Tap) 
Scissor Sweep: A (Hold) 


Defensive Pose 
Strike (hold R as you rise 
from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 


Front Kick (Long): D-Pad 


B (Hold) 

D-Pad + B (Hold) 
A + B 


QQQ^ gc anssf augxaBpu. frS 
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Cmacazine. 


Forearm Smash: A/B 


Back, 

Weak 

Back, 

Strong 


Face Crusher: A 


Hook Punch: B (Tap) 

Elbow Strike: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 


Special Shin Breaker: Analogue Stick (Tap) 


Opp^flBlit IVi^_ 
Face Up 

Mounted Punches: A (Near 
Head) 

Single Leg Crab: A (Near Feet) 
Traditional Elbow Drop: B 


Front Kick (Long): D-Pad + B (Tap) 
Side Headbutt: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 
Diving Clothesline: A + B 


After Irish Whir 
On ^py^nent 

Short Kick; B 

Weak 

Scissor Sweep: A (Tap) 
Shoulder Back Toss: A (Hold) 


idroht 

^ ■ I Overhand Punch: A 

Snapmare: A -t- Left/Right 
- Club To Neck: A + Up 
Scoop Slam: A -t- Down 
Headlock Takedown: B 
Swinging Neck Breaker: B + Left/Right 
Suplex: B + Up 
Piled river: B + Down 
Russian Leg Sweep: A 
Headlock With Punch: A + Left/Right 
Snake Eyes: A + Up 
Small Package: A + Down 
DDT:B 

Double Arm DDT: 8 + Left/Right 
Falling Front Neck Breaker: B + Up 
Pulling Piledriver: B + Down 
Mandible Claw: Analogue Stick (Tap) 


Face Rear Naked Choke: A (Near Head) 
Down Knee Stomp: A (Near Feet) 
jumping Leg Drop; B 
Sitting Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Knee Drop; B 


Abdominal Stretch: A (Tap) 

Sleeper Hold: A (Hold) 

Mandible Claw; Analogue Stick (Tap) 


Az u^^poneii" 

Running Shoulder Block: C Down + B 
Running Back Elbow Smash: C Down + A + B 
Running Clothesline: C Down + D-Pad + B 
Kitchen Sink: C Down -h A -i- B + D-Pad 


^"“ponent In 
Turn^ucl^le 

Punch: B 

Front Kick: D-Pad -»■ 8 
Running Clothesline: D-Pad + 
C Down ^ B 

Running Body Avalanche: D- 


Oll Turffll^uckle (High Risk Manoeuvres) 
Standing Double Axe Handle: A/B 
On IVIat Back Elbow Drop: A/B 


Oefensme Pose 
Strike (hold R as you rise 
from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 


Pad C Down + A B 
Front, Shoulder Thrusts: A 

Weak 10 Punch: B 

Front, Top Rope Eye Rake; A 

Strong Foot Choke: B 


8eair Cra|i|iie 

Weak Back Drop: A 

' I Forearm Smash: B 



Duda Lows 


Hook Punch: B (Tap) 

Elbow Strike: D-Pad + B (Tap) 
Front Kick (Short): B (Tap) 


Strong Face Crusher: A 
Back Rake: B 

Special Shin Breaker: Analogue Stick (Tap) 


Front Kick (Long): D-Pad + B (Tap) 
Side Headbutt: B (Hold) 

Overhand Punch: D-Pad + B (Hold) 
Diving Clothesline: A + B 



Strong 


Special 


Weak 

Overhand Punch: A 
Snapmare: A + Left/Right 
Club To Neck: A -I- Up 
Scoop Slam: A -i- Down 
Headlock Takedown: B 
Swinging Neck Breaker: B -»■ Left/Right 
Suplex: B + Up 
Piledriver: B + Down 
Russian Leg Sweep: A 
Headlock With Punch: A -i- Left/Right 
Snake Eyes: A + Up 
Small Package: A -i- Down 
DDT: B 

Double Arm DDT: B + Left/Right 
Falling Front Neck Breaker: B Up 
Pulling Piledriver: B -i- Down 
Mandible Claw: Analogue Stick (Tap) 


Weak 


Back Drop: A 
Forearm Smash: B 


VM. • 


Face Up 

Mounted Punches: A (Near 
Head) 

Single Leg Crab: A (Near Feet) 
Traditional Elbow Drop: B 


Face 

Down 

Sitting 


Rear Naked Choke: A (Near Head) 
Knee Stomp: A (Near Feet) 
jumping Leg Drop: B 
Sleeper Hold: A 
Hammer Blow: B 
Kneeling Camel Clutch: A 
Knee Drop: B 






Pad + C Down + A B 


Punch: B 

Front Kick: D-Pad + B 
Running Clothesline: D-Pad -i- 
C Down + B 

Running Body Avalanche: D- 


Front, 

Weak 

Front, 

Strong 

Back, 

Weak 


Shoulder Thrusts: A 
10 Punch: B 
Top Rope Eye Rake: A 
Foot Choke: B 
Forearm Smash: A/B 


Back, Super Back Drop: A/B 

Strong 




Short Kick: B 

Weak 

Scissor Sweep: A (Tap) 
Shoulder Back Toss: A (Hold) 


Strong Abdominal Stretch: A (Tap) 

Sleeper Hold: A (Hold) 

Special Mandible Claw: Analogue Stick (Tap) 



At 


Running Shoulder Block: C 
Down + B 

Running Back Elbow Smash: C 
Down + A -I- B 

Running Clothesline: C Down + 


D-Pad + B 

Kitchen Sink: C Down -f A B -f D-Pad 


Ob 1 toBbBCillB(High Risk Manoeuvres) 
Standing Double Axe Handle: A/B 
On IVIat Back Elbow Drop: A/B 


DofOBSlviB PBM StrikB(hold R as you rise 
from the mat) 

Low Blow: R (hold), B 
Evasive Roll: R (hold), L 




















THE rVHHXW HMt 

cMJL Ota or m 

irVMBSRd BELOVA. 


PVT XT TNROVGH 


TO A MATl.. 

MR. FORY 
01060 111566 
THE DETBCnVE 
01060 111567 
MR. 9TA^A^^ER 
01060 I1I56S 


TO nXHD VP A FRXEKD/ 




THEK IVAXT FOB 
THE REACTXOK 

XRATE PEUVERY DRIVER 

_ 01060 111561 

MY PAUGHTIR^ PREgNAIVT 

01060 111570 


Colls charged ot €l/min at all times. Jokelines, P.O. Box 43, Warminster, BA12 7PP 
Please seek permission of person paying the bills before calling. 


TOTAL SOFTWARE UK LTD 



S«BSA 




GAMEBOl^ 


The Fastest Growing Mail Order and Online Business 
Many of our product prices are down this week below trade price 
We also sell Educational Software 


SALES LINE: 0800 783 0395 
Open hours • 9am • 9 pm Mon - Fri. 10am - 6pm - Sat 


FREE DELIVERY 

WE ACCEPT MAJOR CREDIT CARDS 
VISIT OUR SECURE ONLINE SITE@WWW.totalsonware.co.uk 


The Software Store 

All the latest releases 

13 Reindeer Court, Worcester 
Tel: 01905 612996 

2 Three Cocks Lane, Gloucester 
Tel: 01452 381123 

Call this number for Mail Order 


7 Commercial Road, Hereford 
Tel: 01432 278633 



M 



We buy, sell and part exchange all types of cartridge 
and CD based software including PiayStation, N64, Dreamcast, 
PC-CD, DVD and older formats including Saturn, 

Mega Drive and SNES. 


We stock all Mad Catz peripherals. 
All at very competitive prices. 

Open 7 days a week. 

All major credit cards accepted. 
Mail order service available. 


WANTED 


VHS VIDEO COLLECTIONS, 

CD COLLECTION AND PLAYSTATION GAMES 

CASH WAITING 

01708 730 737 

(DAYTIME) 

01708 761 642 

(EVENING) 


US/- 



Talk live 1-2-1 with Californian girls! 

09061919 40 

IrLUL' [i^Ll ^ 

Chat direct to girls from all over the USA or the UK! 

09067 526 406 



rr\ A ^ r\ r\ r\ connect live to psychics in ihh usa' 

TAROT 2 000 09061 95 95 48 


GUL Box 5306 London WC1N 3XX, 09067 calls cost 75p/min. 09061 calls cost £1.50/min. Live calls recorded. Callers must be aged 18 or over. 



OADOtIZOlvt 


e 01524 844411/22/33 
Fax: 01524 844477 



Clear protective case 
for the GameBoy Color 
- £4-95 


High Quality 
Nylon Case for 
your GameBoy - 
£9-99 


GameBoy XChanger I6M 
Kit, Includes Gameboy 
XChanger, I6M Card, 
Power Supply and Data 
Cable - £69.00 


GameBoy Color available in 
clear and clear purple - 
£59-99 

Play GameBoy and GameBoy 
Color games 

on your television through 
your Nintendo 64 - £ I I -95 

Data Cable for 
GameBoy 
XChanger unit - 
£6-95 







GameBoy Xchanger unit, 
works with all GameBoys. 
£29-00 


GameBoy XChanger 64M 
Kit, Includes Gameboy 
xchanger, 64M Card, 
Power Supply and Data 
Cable - £99.00 



16M Card for GameBoy 
xchanger unit - £39-00, 
64M Card for GameBoy 
xchanger unit - £69-00 


Power Supply Unit 
for GameBoy 
xchanger 
unit - £6-95 _ 


m 

Play your 
NEES SNES 
games using 
this converter 
- £Cali 



N64 Passport Multi 
Converter Unit 
Including cheat 
cartridge - £Call 


Wide selection of laser pointers also available - Please phone for details 


Please make all cheques and Kls pa>able lo Gadgel/one 
Telephone 0I.S24 844411/22/33 or Fax 01.324 844477 for more informalion 
Please send all orders to: Parkfield, Greaves Road, Lancaster, LAI 4TZ 

You may also see our full product range at www.gadgetzonc.com/www.gadgctzone.co.uk 
IVe will heat any competitors price for the same deal 
All our prices hichule VAT and delivery 
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How to dtffut nitry host, flus tht nmplttt list ofStCrttS! 
IncluJts mil tht WtttponS mini chttmcUri, yUts multi-plmytr tmctks! 
Tht ultimmtt pochtitomt to tht HU s host sHoOt-'tm-Up ttntt ioiPtntytl 
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Bmjp-K(aooie 




ISBN i-87365it54-X • Book • Just 
The full soluttof».for Turok and Turok^ 
on the it»ft-by-st^ w|^h| 

plus information on defeating every I 
boss and lists of 1 

all the secrets, JKL '-M 

weapons, enemies jiH 

and power-ups 
for Turok 2. ^ 


BANJO-KAZOOIE ^ 

SECRETS, STRATEGIES, 
SOLUTIOIUS 

ISBN 1-8736S0-38-8 

The complete solution to Rare’s fantastic 
adventure. Every single jigsaw piece, 
honeycomb and note revealed. Includes 
all the secrets, all the characters and all 
the level maps too! Not bad! 


ZELDA 64 SECRETS, 

STRATEGIES, 

SOLUTIONS 

ISBN 1-873650-52-3 

Exhaustive playing guide to the ultimate 
N64 game, includes level strategies, 
^character profiles, hidden stages, tricks 
tactics. The complete solution to 
•his huge game in handy pocket s|^ " 


LYLAT WAI^SECRiTS, 
STmVTEiqiE^ ' 

^QMJtitonis V 

IS^N 1-873650-14-0 

Unrivalled^uidl to the most impressive 
3 -d shoot-^em-np ever. Hidden 
character#reveled plus a complete 
guide to (fefeaffng the end*of-gaQ|e 
boss, Andross. \ ^ - 


I^TENDO 64 
^bRETS, 
STRATEGIES, 
SOLUTIONS 
VOLUMES 2 OR 3 

Pick one of these massive 
collections of Nintendo 64 hints, 
tips, playing guides and cheats. 
Superbly illustrated with over 
2,000 screenshots and maps. 


OF lUIIUTlMDO 64 
SECR^'^S, STRATEdlES, 
SOLUTIONS 
VOLS 1, 2 OR 3 , \ 

ISBN 1-873650-67-1 \ \ 

A hapdy pocket sized book picked full 
of tij^, cheats and solutions totall the 
new^intendo 64 games. 





























Your Details 


Name 


Signature. 

Recipient’s Address 


Phone Number 


Method Of Payment 


(Please do not send cash through the post) 
I I Cheque/Postal Order (please make payable to Paragon Publishing Ltd) 

Q Credit Card/Card Type (Access/Visa/Mastercard/Switch/Delta) 

Card number. 

Expiry date. 

Switch/Delta number. 

Switch/Delta issue number. 


Order Form 

Nintendo 64 GOLD (with free memory card) 
Maximum Solutions: Donkey Kong 64 
Banjo-Kazooie Secrets, Strategies, Solutions* 
Complete A-Z of 64 Games Vol 4 
Maximum Solutions: Turok 2 
Zelda 64 Secrets, Strategies, Solutions* 

Lylat Wars Secrets, Strategies, Solutions* 

Goldeneye Secrets, Strategies, Solutions 
Nintendo 64 Secrets, Strategies, Solutions Vol 2* 
Nintendo 64 Secrets, Strategies, Solutions Vol 3* 

A-Z of N64 Secrets, Strategies, Solutions Vol 1* 

A-Z of N64 Secrets, Strategies, Solutions Vol 2* 

A-Z of N64 Secrets, Strategies, Solutions Vol 3* 
Three book offer (Please state books wanted below) 


if tricky, tacticy, 


(*Normal and special prices apply for individual purchases) 


Please note that the exact covers and contents shown here are subject to change 
due to circumstances beyond our control. Ask for confirmation when you order. 
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AVAI^kBLE 

sPEcmii! on^ 

ttiTas £|4.95 


COMPLETE 


•Reviemd!^ 


ISBN 

Complete gante waTIa 
In colour to heip you tl 
every level anti the rn; 
All secrets revealed at 
golden bananas four^ 
this the definitive sole 
every Donkey Kong fa 


IVIonday tl 
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Go for the Mesa Deal subscriptij 
any of these six great games, sa 


foronly 


%I(I(I64 ScfNwte«fc64 


B(mjp^K(ao(xe 


Choose from 
any of these 
200+ page 
solutions books 
absolutely free! 


BIGGER SAVINGS THAN 
EVER! 




• Get 64 Magazine delivered direct to your door before 
it appears on newsagents’ shelves. That way, you 
get to be first with all of the latest news, previews 
and reviews! 

• Receive a completely exclusive subscribers-only 64 
Magazine newsletter! 


Issues 


Issue 10 


Issue 2 


Issue 4 


Issue 7 


PERFtC^tti 

<AtTliVAK 


Issue 16 


Issue 20 


Issue 17 


Issue 18 


Issue 19 


Lt Won ’t Cos t 
You A Pen ny 

If posted in the UK. 
Alternatively, call our Credit 
Card line on (01202) 200200, 
Fax on (01202) 200217, 
or email 

subs@paragon.co.uk 


Please return 

THECpUPONj 

or a photocopy of it (together with a 
cheque/PO made payable to Paragon 
Publishing Ltd) In an envelope to the 
following address: 64 Subscriptions, 
Paragon Publishing Ltd, Freepost BH 
12SS, Bournemouth BHi 2TA 


ISTAR. 


eUAKE If 


Issue 26 


Issue 25 


Issue 27 


Issue 28 


Issue 29 


































BACK ISSUES 








Issue 12 ' Issue 13 Issue 14 Issue 15 


Issue 22 Issue 23 Issue 24 


Issue 21 


Issue 30 Issue 31 Issue 34 Issue 35 


Method Of Payment (Please do not send cash through the post) 

I I Cheque/Postal Order (please make payable to Paragon Publishing Ltd) 

L] Credit Card/Card Type Switch Issue No. 


Card Number.Expiry Date 


Postcode 


Phone Number 


Please only send the coupon from the latest issue of 64 Magazine, 
we regret that earlier applications cannot be accepted. 


From time to time you may be sent news about exciting new products and opportunities that are 
of interest to readers. If you do not wish to receive such information, please tick this box... 


I WOULD LIKE 64 BACK ISSUE NUMBER(s) 


Your Details: 

I would like my subscription to start from Issue No. 

Name. Age. 

Signature. 

Recipient’s Address . 


Subscription length. 

(Please tick box which applies to the deal you require.) 

12 Issues (WITH A FREE 256K MEMORY CARD!) 

UK Q Europe EH World Q 

£36.00 £40.00 £48.00 

Including postage & packaging. 

MEGA DEAL 

Icciicc (WITH GAME AND 
±dL I33UI13 SOLUTIONS BOOK!) 

UK Lll Europe dl World CD 

£64.00 £68.00 £76.00 


Including postage & packaging. 


Mega Deal Options 

I The game I would like is... 

F-Zero X 
Banjo-Kazooie 
Mario Kart 
Snowboard Kids 
Goldeneye 
1080° Snowboarding 


The Secrets, Strategies 
& Solutions book I would like is.. 

Zelda 64 Q 

A-Z of Nintendo 64 Vol 2 L] 
Banjo-Kazooie Q 


B9 nagaxine Issue 2000 
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NINDEX KEy 


and above 


If a game gets a 64 
Sizzler then it’s a game 
that’s well worth buying 


and above 


The Gold Medal Award only 
goes to those few games that 
you absolutely must own! 


1:5-: 








elcome to the Nindex! This section of the magazine 
contains information on every game we’ve ever reviewed 
in ultra-condensed form, meaning you can compare different 
games at a glance. 

If you want to get the lowdown on any N 64 game that’s been 
covered in a previous issue, then this is your one-stop buyers’ 
guide. The Nindex is updated every month, and from now on 
we’ll be re-evaluating games from past issues on a regular basis 
to see just how well they compare to the latest N 64 titles. If you 
need game info, this is where to look! 


Game Name 

Self-explanatory really! 

Company 

\ The company that sells it 

Players ^ 

How many players can take part? 

Memory ■ 

Does it make use of the Controller Pak? 

Rumble Pak 

Does it make use of the Rumble Pak? 

Expansion Pak ^ 

Does it make use of the Expansion Pak? 


Is it available in the UK? 

Issue 

The issue it was last reviewed 

Score 

1 The percentage rating we’ve given it 

Comment 

What we think of it! 

6ENRE 

DESCRIPTION 


BEAT-’EM-UP Fighting games, rather obviously! 
PARTY/PUZZLE Designed for multiple players, or a brain teaser 
PLATFORM Games that involve precise jumps and acrobatics 


RACING Mostly [but not always] involving cars racing each other 


SHOOT-’EM-UP The main objective? Kill ’em all! 


SPORTS Football, basketball, American football, golf... whatever you’re into 
STRATEGY/SIMOLATION Games that test your brain rather than your reflexes 







































































1 Game Name 

Company 


■ t 


Issue 

Score 

Comment | 

1080° Snowboarding 

Nintendo 

1-2 


• 

• 

17 

82% 

The best snowboarding game on any machine! 

40 Winks 

GT Interactive 

1-2 

• 

• 

• • 

32 

80% 

Decent but unoriginai platformer with some annoying gameplay flaws. 

A Bug’s Life 

Activision 

1 

• 

• 


29 

52% 

Mediocre movie iicence aimed at younger players. 

fAero Fighters Assault 

Video System 

1-2 



• 

15 

20% 

Abysmal, sluggish air combat ‘game’. j 

\ Aero Gauge 

ASCII 

1-2 

• 


• 

15 

40% 

Slow and unplayable Wipeout rip-off. 

Airboarder 

Human 

1-2 

• 

• 


14 

73% 

Hoverboard game of mixed piayabiiity. 

Ali-Star Baseball ’99 

Acclaim 

1-4 

• 

• 

• 

16 

84% 

Good but bugged hi-res basebail game. 

All-Star Baseball ’2000 

Acclaim 

1-4 

• 

• 

• • 

27 

85% 

Improved version of the above. 

All-Star Tennis ’99 

Ubi Soft 

1-4 

• 


• 

24 

70% 

Not entirely successful ‘real’ tennis game. 

[ Armorines: Project Swarm 

Acclaim 

1-4 

• 

• 

• • 

34 

81% 

Turok-based alien blaster - good but slightly outdated. { 

{ Army Men; Sarge’s Heroes 

3DD 

1-4 

• 

• 

• • 

35 

74% 

Decent 3-D shooter let down by duff camera and controls. | 

Augusta Masters ’98 

T&E Soft 

1-4 

• 



17 

25% 

Thoroughly nasty attempt at a golf game. 

1 Automobili Lamborghini 

THE Games 

1-4 

• 

• 

• 

8 

68% 

Four-player racer, but not realistic or thrilling. | 

Banjo-Kazooie 

Nintendo 

1 


• 

• 

16 

90% 

Excellent (if slightly easy] adventure. 

1 Battietanx 

3DD 

1-4 

• 

• 


26 

78% 

Doesn’t look like much, but it’s a good multiplayer blast! | 

1 Beetle Adventure Racing 

EA 

1-4 

• 

• 

• 

25 

83% 

Fantastic mix of racing and exploration. With VW Beetles. j 

Bio Freaks 

GT Interactive 

1-2 

• 

• 

• 

19 

82% 

Ultra-violent futuristic fighter with lots of gore. 

Blast Corps 

Nintendo 

1 

• 


• 

3 

80% 

Odd but entertaining driving/strategy/blow-’em-up combo. 

1 Body Harvest 

Gremlin 

1 


• 

• 

20 

82% 

Time-travel action where you wipe out giant alien bugs. | 

Bomberman 64 

Nintendo 

1-4 

• 


• 

9 

80% 

Bomb-chucking platformer with disappointing battle game. 

Bomberman Hero 

Nintendo 

1 



• 

21 

49% 

Shamefully easy platform adventure. 

Brave Spirits Wrestling 

Hudson 

1-4 

• 



12 

65% 

Sub-par Japanese wrestling game. 

1 Buck Bumble 

Ubi Soft 

1-2 

• 

• 

• 

18 

82% 

Weapon-filled insect shooter with bad fogging. | 

Bust-A-Move 2 

Acclaim 

1-2 

• 


• 

15 

91% 

Simple but addictive puzzle/battle game. 

1 Bust-A-Move SOX 

Acclaim 

1-4 

• 

• 

• 

22 

90% 

As BAM2, but now for four players! 

1 California Speed 

Midway 

1-2 

• 

• 


26 

45% 

Tragically bad sequel to Cruis’n USA and World. | 

1 Carmageddon 64 

SCi 

1-2 

• 

• 

• 

35 

4% 

Yes, four percent. The worst N64 game ever! | 

1 Castlevania 

Konami 

1 

• 


• 

24 

85% 

Spooky vampire adventure, let down by dodgy camera. | 

Chameleon Iwlst 

Ocean 

1-4 



• 

10 

64% 

Simple and easy tongue-orientated platformer. 

Chameleon Twist 2 

SunSoft 

1 

• 

• 

• 

23 

75% 

More of the same, and still too easy. 

{ Charlie Blast’s Territory 

THE Games 

4 


• 

• 

29 

68% 

Odd puzzle game with a good multiplayer mode. 

1 Chef’s Luv Shack 

Acclaim 

1-4 



• 

34 

69% 

South Park version of Mario Party - more a renter than a buyer. 

1 Chopper Attack 

GT Interactive 

1 


• 

• 

" 'l8 

70% 

Plodding Desert Strike-style game with clumsy controls. '■ | 

Clayfighter 63 1/3 

Interplay 

1-2 



• 

8 

8% 

The second-worst game on the N64 after Carmageddon! 

Command & Conquer 

Nintendo 

1 


• 

• • 

30 

90% 

Graphically updated and still ultra-playable strategy game. 

1 Cruis’n USA 

Nintendo 

1-2 



• 

10 

22% 

bated and dismal driving drudgery. | 

1 Cruis’n World 

Nintendo 

1-4 


• 

• 

18 

23% 

A sequel that’s nearly as bad as the original! | 

Dark Rift 

Vic Tokai 

1-2 

• 


• 

4 

47% 

Bland and derivative fighter offering nothing exciting. 

1 Destruction Derby 

THQ 

1-4 

• 

• 

• 

34 

74% 

Fun but short-lived car smashing racer. | 

j Diddy Kong Racing 

Rare 

1-4 

• 

• 

• 

7 

84% 

Fun mix of racing and exploration. | 

Donkey Kong 64 

Nintendo 

1-4 


• 

• • 

34 

93% 

Huge platform adventure that’s like Banjo, only more so. 

1 Doom 64 

GT Interactive 

1 

• 


• 

1 

70% 

Atmospheric but dated upgrade of the old PC classic. | 

Doraemon 

Epoch 

1 




3 

30% 

Snoozesome Japanese Mario clone for kids. 

Dual Heroes 

Hudson 

2 

• 



9 

18% 

Appalling fighter that offers no challenge whatsoever. 

1 Duke Nukem 64 

GT Interactive 

1-4 

• 


• 

7 

81% 

Good conversion of the PC one-linerthon. | 

1 Duke Nukem; Zero Hour 

GT Interactive 

1-4 

• 

• 

• 

27 

89% 

Fine alien blaster with the hard-as-nails hero. | 

Earthworm Jim 3D 

Virgin 

1 


• 

• 

33 

90% 

Thoroughly mad and highly entertaining platformer. 

1 Extreme G 

Acclaim 

1-4 

• 

• 

• 

7 

77% 

Futuristic bike racing game - hard to control. | 

1 FI Pole Position 

Ubi Soft 

1-2 

• 


• 

6 

63% 

Early, now outdated Formula 1 game. | 

I F-1 World Grand Prix 

Nintendo 

1-2 


• 

• 

18 

94% 

Excellent, though very hard. Formula 1 simulation. | 

[ F-1 World Grand Prix II 

Nintendo 

1-2 

• 

• 

• • 

30 

90% 

Slightly faster sequel, but not really a big advance. | 

FIFA 64 

EA Sports 

1-4 

• 


• 

2 

19% 

A travesty of The Beautiful Game, awful in every way. 

FIFA ’99 

EA Sports 

1-4 

• 

• 

• 

24 

91% 

Best of the FIFA series, until the next one! 

FIFA; Road To World Cup ’98 

EA Sports 

1-4 

• 


• 

9 

80% 

Vastly better than FIFA 64, but now replaced by FIFA ’99. 
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1 Goldeneye 95% 

2 Quake II 93% 

3 Rainbow Six 92% 

4 Star Wars: 

Rogue Squadron 92% 

5 Jet Force Gemini 91% 



1 WWF Wrestlemania 
2000 93% 


2 Super Smash Bros 87% 
3WWFWarzone 86% '^ 

4 Mortal Kombat 4 86% 

5 Xena: Warrior 

Princess 85% 


1 Game Name 

Company 




Issue 

Score 

Comment 

Fighter’s Destiny 

Ocean 

1-2 

• 

• 


• 

11 

80% 

One of the better N64 fighters. 

Fighting Force 64 

Crave 

2 

• 

• 



29 

62% 

Past-it PlayStation port. 

Fiying Dragon 

Interplay 

1-2 

• 

• 


• 

30 

78% 

Fun fighting game, though it’s not exactly Street Fighter! 

Forsaken 

Acclaim 

1-4 

"eT 




14 

86% 

A kind of turbo Descent - good, but some levels very short. | 

iF-ZeroX 

Nintendo 

1-4 


_ 


• 

17 

90% 

Ultra-fast, super-smooth hi-tech racer. Very challenging. | 

GASP!! Fighters’ Nextreme 

Konami 

1-2 

• 

• 


• 

21 

62% 

Jerky, mediocre game with a fighter Creation mode. 

{ Gauntlet Legends 

Midway 

1-4 

IT 

"eT 

• 


33 

82% 

Worthy update of the arcade classic with a few minor flaws. | 

Gex: Enter The Gecko 

GT Interactive 

1 

• 



• 

18 

80% 

Lizardly platformer that spoofs films and TV shows. 

Gex 3: Deep Cover Gecko 

Crave 

1 

• 

• 


• 

33 

73% 

Competent but utterly unoriginal platform sequel. 

The Glory Of St Andrews 

Seta 

1-4 





3 

10% 

Hilariously bad shot at doing an N64 golf game. 

Giover 

Hasbro 

1 


• 


• 

20 

85% 

Appealing platform/puzzle game crossbreed. 

Goemon 2 

Konami 

1-2 





24 

80% 

Enjoyable side-on platformer. 

Goldeneye 

Nintendo 

1-4 


T" 


nr 

5 

95% 

The best multiplayer game on N64! Great for lone players too. | 

|GT64 

Ocean 

1-2 


“eT 


nr 

16 

64% 

Clunky, unrealistic and dull racing game. | 

1 Hexen 

GT interactive 

1-4 

IT 



• 

5 

30% 

Completely crap port of the PC Ooom-with-wizards title. | 

1 Holy Magic Century 

Konami 

1 




nr 

21 

54% 

Attractive, but repetitive, junior RP6 with too many random battles. | 

1 Hot Wheels Turbo Racing 

EA 

1-2 


“eT 


nr 

35 

65% 

Easy and rather dull kid-oriented racer. | 

1 Hybrid Heaven 

Konami 

1-2 


nr 

nr 

nr 

32 

81% 

Interesting sci-fi adventure let down by a few rough edges. | 

1 iggy’s Reckin’ Balls 

Acclaim 

1-4 


nr 


nr 

17 

83% 

Odd mix of racer and platformer that’s quite good fun. | 

In-Fisherman Bass Hunter 64 

Take 2 

1-2 


• 

• 

• 

33 

84% 

Oddly compelling fishing sim, but not for everyone. 

ISS 64 

Konami 

1-4 

• 



• 

3 

93% 

Excellent footy game, now bettered by ISS '98. 

ISS ’98 

Konami 

1-4 

• 



• 

18 

95% 

The best football game ever. Fact! 

J-League Dynamite Soccer 

Imagineer 

1-4 

• 




6 

44% 

Dodgy Japanese super-deformed football title. 

J-League Eleven Beat 1997 

Hudson 

1-4 

• 




8 

60% 

Another J-League game with comedy players. 

J-League Perfect Striker 2 

Konami 

1-4 

• 

• 



31 

88% 

Japanese ISS update that offers very few new features. 

Jeopardy! 

Take 2 

1-3 





14 

30% 

Pathetic attempt to bring an American game show to N64. 

1 Jet Force Gemini 

Rare 

1-4 




nr 

33 

91% 

Huge all-action adventure game. j 

John Madden 64 

EA Sports 

1-4 

• 

• 


• 

8 

76% 

Syrup-sporting American football game. 

Ken Griffey Jr’s Slugfest 

Nintendo 

4 

• 

• 

• 


29 

70% 

Not very impressive baseball game. 

Killer Instinct Gold 

Nintendo 

1-2 

• 



• 

3 

70% 

Rare-produced fighter where button-hammering beats skill. 

1 Knife Edge 

THE Games 

1-4 




nr 

22 

26% 

Mind-numbingly boring on-rails shooter. j 

Knockout Kings 2000 

EA Sports 

1-2 

• 

• 


• 

33 

90% 

Highly playable boxing sim featuring genuine fighting legends. 

1 The Legend Of Zelda: Ocarina Of Time 

Nintendo 

1 




nr 

21 

96% 

Nintendo’s tour de force - one of the best gaom wm wriMw! j 

Lode Runner 

Infogrames 

1 


• 


• 

28 

82% 

Tough mix of platformer and puzzle game. ^^^^^^^^||||||||||||^ 

{ Lego Racers 

Lego 

1-4 



nr 

• 

34 

76% 

Simple, kid-oriented racer with customisable cars. j 
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Ah, issue 
30. the 

^ age when 

“’etnag 
started 
looking at 
its bald 
patch in the mirror and 
worrying about settling 
down. How do some of 
the games reviewed in 
the big three-oh look in 
the light of the 
positively silvertopped 
issue 36? 


QUAKE II 

Activision* £39.99 • Original Rating: 79% 

The second-best shooter on the 
machine after Goldeneye was what we 
thought of this top-notch port at the 
time... and our opinion hasn’t changed. 
It’s still great, with an ultra-fast four- 
player game that ^^ 90 / 

absolutely kicks ass. /O 


REVOLT 


Acclaim • £39.99 • Original Rating: 90% 

just six months or so has altered our 
opinion of this radio-controlled racer a 
little - it lacks longevity and the controls 
are still annoying to learn. It’s nice and 
hectic, but not really a long-term classic 
by any stretch of the 

imagination. /O 


SHADOW MAN 

Acclaim • £39.99 • Original Rating: 92% 
Swearing and serial killers had to be a 
good combination. Some of the visuals 
might look a bit murky, but the 
gameplay still holds up just as well six 
issues on. If you’re after a challenge for 
grown-ups, look no 

further than this. 9 W /O 




















































































Game Name 

Company 


issue 

Score 

Comment | 

Let’s Smash 

Hudson 

1-4 

• 


21 

90% 

Very playable anime-style tennis game. 

iLylatWars 

Nintendo 

1-4 


• 

• 5 

87% 

N64 remix of the SNES Starfox, but not quite as engrossing. | 

I Mace: The Dark Age 

GT Interactive 

1-2 



• 7 

70% 

Run-of-the-mill medieval fighter 

Madden ’99 

EA Sports 

1-4 

• 

• 

31 

80% 

Decent American football game that’s a bit behind the times. 

[Magical Tetris Challenge 

Capcom 

1-2 



• 24 

65% 

Tetris with Mickey Mouse. Stunning. (Note the sarcasm.] | 

Mario Golf 

Nintendo 

4 


• 

• 29 

88% 

Tremendous golfing fun with Mario and pals. 

1 Mario Kart 64 

Nintendo 

1-4 



• 3 

78% 

Disappointing update of the SNES classic, with duff battle arenas. | 

1 Mario Party 

Nintendo 

1-4 


_ 

• 24 

80% 

Fun but simple multiplayer party game. | 

Michael Owen’s WLS 2000 

THQ 

4 


• 

• 31 

91% 

Excellent football game with hi-res graphics as standard. 

[Micro Machines 64 Turbo 

Codemasters 

1-8 


# 

• 23 

90% 

Superb eight-player [yes, eight] party racing game. | 

Mike Piazza’s Strike Zone 

GT Interactive 

1-2 

• 

• 

30 

40% 

Humdrum baseball game that pales alongside All-Star Baseball. 

Milo’s Astro Lanes 

Interplay 

1-4 

• 

• 

• 33 

73% 

Oddball bowling game set on alien planets. 

Mischief Makers 

Nintendo 

1 



• 7 

82% 

Strange but enjoyable old-school 2-D platformer. 

pission: Impossible 

infogrames 

1 


• 

• 18 

48% 

Utterly tosh conversion of the Tom Cruise film. | 

MK Mythologies: Sub-Zero 

GT Interactive 

1 

• 

• 

• 9 

46% 

Risible attempt to add platforms to the Mortal Kombat franchise. 

1 Monster Truck Madness 

Take 2 

1-4 


• 

• 31 

70% 

Crap physics and bugs let down a potentially good racing game. { 

Mortal Kombat 4 

GT interactive 

1-2 

• 

• 

• 19 

80% 

Finally, a decent Mortal Kombat game on the N64I 

Mortal Kombat Trilogy 

GT Interactive 

1-2 



• 3 

32% 

Diabolically bad beat-’em-up. ^ 

1 Multi Racing Championship 

Ocean 

1-2 


• 

• 5 

52% 

Feeble attempt to make a raliycross game. | 

1 Mystical Ninja Starring Goemon 

Konami 

1 

~W~ 


• 13 

80% 

Wacky RPG/platformer set in a comedy ancient Japan. | 

Mystical Ninja 2 Starring Goemon 

Konami 

2 

• 

• 

• 29 

85% 

Enjoyably wacky old-style platform adventure. 

1 NASCAR ’99 

EA Sports 

1-2 

IT 

• 

• 20 

52% 

Not very good racing sim that’s as dull as the real sport. | 

Nagano Winter Olympics 

Konami 

1-4 

• 


• 10 

65% 

Mixed bag of chilly sporting events. 

N6A Courtside 

Nintendo 

1-4 

• 

• 

• 16 

85% 

Probably the best of the many N64 basketball games. 

NBA Hangtime 

GT Interactive 

1-4 

• 


• 5 

45% 

Rubbishy arcade conversion full of silly power moves. 

NBA Jam ’99 

Acclaim 

1-4 

• 

• 

• 22 

83% 

Good basketball game that doesn’t stand above its competitors. 

NBA Jam 2000 

Acclaim 

1-4 

• 


• 35 

84% 

One of the best N64 basketball games. 

NBA Live ’99 

EA Sports 

1-4 

• 

• 

• 22 

75% 

Yet another NBA game, offering nothing that stands out. 

NBA Pro ’90 

Konami 

1-4 

• 

• 

• 12 

70% 

Uninspiring basketball game with very blurry visuals. 

NBA Pro ’99 

Konami 

1-4 

• 

• 

27 

59% 

Highly disappointing basketball title. 

NFL Blitz 

GT Interactive 

1-2 

• 

• 

• 22 

85% 

American football game played for laughs and arcade-style action. 

NFL Quarterback Club ’98 

Acclaim 

1-4 

• 

• 

• 7 

80% 

Hi-res American football game. 

NFL Quarterback Club ’99 

Acclaim 

1-4 

• 

• • 

• 21 

89% 

Updated and improved version of NFL QBC ’98. 

NHL Quarterback Club 2000 

Acclaim 

1-4 

• 

• • 

• 34 

90% 

The best American football game you can buy. 

NHL ’99 

EA Sports 

1-4 

• 

• 

• 20 

88% 

The best ice hockey game on the market. 




1 Bayman2 94% 

2 Donkey Kong B4 93% 

3 Super Mario 64 92% 

4 Rocket: Robot On 

Wheels 91% 

5 Shadow Man 90% 




Datel • £29.99 

Non-Nintendo memory cards have a 
reputation for being somewhat dodgy 
and prone to losing your saved game 
data, but Datel’s cards are generally 
considered the most reliable of the 
bunch. The 4 Meg model is equal to 16 Nintendo Controller 
Paks, and lets you access all the pages at once instead of 
having to flip between them. 


If you want to plug some extra bits into your 
N64 to enhance your gaming pleasure, these 
are the ones we recommend most highly! 

Utintendo 

Controller 

NtNTENDO • £19.99 

Without a doubt the best controller you 
can get for the N64 - since it comes 
from Nintendo, you’d certainly hope so! 

If you want to engage in , 

multiplayer fun, we 

recommend that 
you get yourself 

a full set of these. H 


fffHBItVIgM 


UrantI Prlx 
'Racing Wheel II 

JOYTECH • (01525) 852900 • £59.99 

One of the best wheels around, the Grand 
Prix-which has an official Jordan team 
licence - has responsive controls and a 
realistic feel. It’s also very easy to set up, 
making it a definite race-winner! 


'Ultra Racer 69 

Interact • £29.99 

It might look weird, but this is actually 
a very good mini steering wheel. 

It’s ideally suited to F-i World ^ 
Grand Prix, so if you’re a , 

Formula i addict, this is 
the one for you! 


li 
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f] 

- 


69 Uagaiine Issue 3B 20D0 























































































1 F-1 World 


Grand Prrx 

94% 

2 Micro Machines 


Turbo 64 

90% 

3 F-Zero X 

90% 

4 F-1 World 


Grand Prix II 

90% 

5 Roadsters 

87% 




SPORIS GAMES 



W: 

1 ISS’98 

95% 

2 ISS 64 

93% 

3 Michael Owen’s 

WLS2K 

91% 

4 FIFA'99 

91% 

5 Knockout Kings 

2000 

90% 



Game Name 

Company 

M t 


Issue 

Score 

Comment 

_J 

NHL Breakaway ’98 

Acclaim 

1-4 

• 

• 


• 

12 

80% 

Early attempt at a hi-res sports game. Not bad. 


NHL Breakaway ’99 

Acclaim 

1-4 

• 

• 


• 

25 

74% 

Almost identical to breakaway ’98, so out of date! 


1 Nightmare Creatures 

Activision 

1 

_ 




24 

55% 

Dog-rough attempt at a horror game. 

1 

1 Off-Road Challenge 

GT Interactive 

tT" 




• 

17 

27% 

Based on Cruis’n USA. and nearly as bad! 

1 

1 Ogre Battle 64 

Nintendo 

1 





31 

77% 

Intriguing strategy/RPG scuppered by reams of Japanese text 

i 

Olympic Hockey ’98 

GT Interactive 

1-4 

• 

• 


• 

12 

70% 

Tepid reworking of Wayne Gretzky with Olympic teams. 


{ Paperboy 

Midway 

1 

IT 




' 34 

41% 

Horribly ill-conceived attempt to update a classic arcade game. 

1 

1 Penny Racers 

THQ 

tT" 

T 

• 


nr 

23 

66% 

Slow and annoying toy racer with a track-building mode. 

_1 

Pilotwings 64 

Nintendo 

1 

• 



• 

1 

76% 

Slow but intriguing flight sim (of sorts] with lots to do. 


I Pokemon Snap 

Nintendo 

1 





32 

88% 

Strange but compelling photo-safari game. 

_i 

Pocket Monsters Stadium 

Nintendo 

1-4 


• 



19 

46% 

Cute but dull fantasy animal fighter, intended for young kids. 


Premier Manager 64 

Gremlin 

4 

• 



• 

29 

85% 

Surprisingly engrossing footy management sim. 


Puyo Puyo Sun 64 

Compile 

1-2 





8 

87% 

Simple but horribly addictive Tetris-style punier. 


Puzzle Oama 

Konami 

1-4 

• 




16 

80% 

Similar to Puyo Puyo, but not quite as good. 


Quake 

GT interactive 

1-2 

_ 

nr 


_ 

13 

74% 

Slightly disappointing PC conversion, which only supports two players. \ 

1 Quake II 

Activision 

1-4 

nr 

nr 

• 

_ 

30 

93% 

Excellent shoot-’em-up with a superb multiplayer game. 

. 1 

1 Racing Simulation: Monaco Grand Prix 

Ubi Soft 

rr 

nr 




25 

87% 

Easier to get into than F-1 WGP, and nearly as good. 

1 

1 Rainbow Six 

Take 2 

1-2 

_ 



_ 

34 

92% 

Excellent, complex and tactical first-person shooter. 

1 

Rakuga Kids 

Konami 

1-2 

• 



• 

21 

79% 

Quirky fighter for younger gamers - not much skill needed. 


Rampage: Universal Tour 

GT Interactive 

1-3 

• 

• 


• 

26 

25% 

Gets tedious after about five seconds of play! 


Rampage World Tour 

GT interactive 

1-3 

• 

• 


• 

13 

38% 

Boring conversion of a dull old arcade game. 


Rayman 2: The Great Escape 

Ubi Soft 

1 

• 

• 

• 

• 

33 

94% 

Graphically gorgeous platform game with a lot of challenge. 


Ready 2 Rumble 

Midway 

1-2 

• 

• 


• 

34 

75% 

Unsuccessful N64 port of the much better Dreamcast game. 


1 Resident Evil 2 

Virgin/Capcom 

1 



~~r 


35 

94% 

Fantastic [and gory] zombie-fiiied adventure. 

1 

1 Revolt 

Acclaim 

1-4 


nr 

~r 

_ 

30 

80% 

Genuinely enjoyable radio-controlled car racer. 

■ 1 

1 Road Rash 64 

THQ 

1-4 

nr 

nr 

nr 

"IT 

34 

79% 

Looks hideous, but plays surprisingly well. 

j 

1 Roadsters 

Titus 

1-4 


~r 

~r 


33 

86% 

Crisply-drawn and fun, if unoriginal, sports car racing game. 

1 

1 Robotron 64 

GT Interactive 

1-2 





17 

79% 

No-nonsense classic-style shooter - prepare to wear out your thumb! | 

Rocket: Robot On Wheels 

Ubi Soft 

1 


• 


• 

34 

91% 

Weird platform adventure with realistic physics. 


1 Rugrats Treasure Hunt 

THQ 

1-4 





30 

44% 

Tedious board game based on the cartoon series. 

1 

1 Rush 2: Extreme Racing USA 

GT interactive 

1-2 

~n~ 

nr 



'22 

80% 

SF Rush sequel - better handling, but less exploration. 


j San Francisco Rush 

GT Interactive 

1-2 

nr 

~n 



9 

70% 

Racer with lots of stunts and secrets, but terrible controls. 


ISCMS 

Ubi Soft 

1-4 

“T" 

nr 


'nr 

21 

81% 

Good multiplayer racer, but doesn’t have many tracks. 


1 Shadowgate 64 

THE Games 

1 

_ 



nr 

30 

45% 

Brain-grindingly boring adventure with no action. 


Shadow Man 

Acclaim 

1 

• 

• 

• 

• 

30 

90% 

Huge, engrossing and tough adult-themed adventure. 




PERFECT ZELDiU THE l$$ RID6E tTAMRAFT 

DARK <0NTINUIN6 MILLENNIUM RACER Another game that has 

Still leading our list of the ^ A It looks as though this will In its own inimitable style, been delayed for no reason 

N64 games we’re most be Konami’s swansong title Nintendo Europe has that anyone can figure out. 

looking forward to playing. Seeing as we’ll have to wait for the N64. Still, any tears decided to hold back the It now looks as though N64 

Still no new information a staggering five years to of sadness should be release of Ridge Racer 64 gamers who want a bit of 

from Rare. Still no see Zelda on the Dolphin replaced by tears of joy, until March for no good sci-fi strategy and some 


miraculously brought- 
forward release. Damn! 


(see page 17), let’s hope this 
one isn’t delayed! 


since it should be a bloody 
brilliant game! 


reason. But why? It’s not 
like they’re busy there! 


exploding aliens will have 
to wait until May. Zut! 






















































































































Game Name 

Company 




issue 

Score 

Comment | 

1 Shadows Of The Empire 

Nintendo 

1 

_ 




1 

58% 

Duff Star Wars tie-in made up of [mostly dodgy] sub-games. | 

Sim City 2000 

Imagineer 

1 

• 




12 

60% 

Japanese text-filled version of the old PC game. 

1 Snowboard Kids 

THE Games 

1-4 

• 

~ir 


• 

11 

83% 

Fun comedic snowboard game with lots of special weapons. j 

1 Snowboard Kids 2 

Atius 

1-4 





26 

80% 

Decent sequel that doesn’t offer anything new over the original. | 

1 South Park 

Acclaim 

1-4 

_ 

_ 

• 


23 

64% 

iffy fast-buck licence based on the Turok 2 game engine. | 

[ South Park Rally 

Acclaim 

1-4 

• 

• 


• 

35 

73% 

Ingenious, but pooriy-done, twist on a standard racing theme. ~| 

1 Space Station: Silicon Valley 

Take 2 

~ 


T" 


• 

20 

87% 

Bizarre but engrossing adventure full of robot animals. ., | 

Starshot: Space Circus Fever 

Infogrames 

1 




• 

25 

42% 

Nasty Banjo-Kazooie type game; jerky and totally annoying. 

1 Star Soldier: Vanishing Earth 

Hudson 

1 


“IT 



17 

65% 

Poor attempt to do an R-Type/Axeiay shooter on the N64. | 

1 Star Wars: Rogue Squadron 

Nintendo 

1 


"T“ 


• 

23 

90% 

Superb Star Wars combat game, but can get rather repetitive. | 

1 Star Wars: Episode 1 Racer 

Nintendo 

2 



IT 

• 

28 

82% 

Very fast, but too easy to provide long-term excitement. | 

1 Supercross 2000 

EA Sports 

1-2 




• 

35 

62% 

Turgid dirtbike racer let down by dog-slow control system. ~| 

{ Superman 

THE Games 

1-4 

~ir 

_ 


• 

30 

14% 

Truly appalling game with no playability at ail. | 

Super Mario 64 

Nintendo 

1 




• 

1 

92% 

The first, and still a great, N64 game. 

1 Super Robot Spirits 

Banpresto 

1-2 


IT 



20 

49% 

Useless giant robot Fighter. \ | 

Super Smash Brothers 

Nintendo 

1-4 




• 

24 

87% 

Mario and friends hit each other. Top four-player fun. 

Tamagotchi World 

Bandai 

1-4 





11 

66% 

Japanese board game based on Tamagotchis. 

Tetrisphere 

Nintendo 

1-2 




• 

10 

70% 

interesting but not entirely perfect attempt to move Tetris into 3-0. 

The New Tetris 

Nintendo 

1-4 

• 



• 

32 

80% 

Yet another Tetris update, this time with a four-player mode. 

Tonic Trouble 

Obi Soft 

1 

• 

• 


• 

31 

87% 

Amusing platformer that’s somewhat on the easy side. 

1 Top Gear Overdrive 

THE Games 

1-4 




• 

22 

65% 

Lame foilow-up to the much better Top Gear Rally. | 

1 Top Gear Rally 

THE Games 

1-2 


~o~ 


• 

'? 

' 80% " 

Good racing game with excellent car handling. | 

1 Turok 2: Seeds Of Evil 

Acclaim 

1-4 


T" 


• 

21 

85% 

Bloodthirsty and over-large game in the Doom mould. | 

\ Turok: Dinosaur Hunter 

Acclaim 

1 





— 

70% 

First in the series, plagued by fogging and annoying platform bits. | 

1 Turok: Rage Wars 

Acclaim 

1-4 

~ir 

“IT 


• 

33 

90% 

Excellent deathmatch blaster with very tough bot opponents. | 

1 Twisted Edge Snowboarding 

THE Games 

1-2 

~ir 




22 

70% 

Good-looking game let down by duff controls. | 

|V-Rally’99 

infogrames 

1-2 


~ir 


• 

21 

69% 

Poor conversion of a good PlayStation game. | 

{ Vigilante 8 

Activision 

1-4 

~o~ 

_ 

"•T 

_ 

'25 

85% 

Aggressive car-based battle game set in the Seventies. | 

Virtual Chess 

Titus 

1-2 

• 



• 

19 

65% 

It’s a lot cheaper just to buy a chess set! 

Virtual Pool 64 

Interplay 

1-4 

• 



• 

24 

84% 

Nearly as good as playing the real thing! 

Waialae Country Club 

Nintendo 

1-4 




• 

18 

15% 

Another dreadful golf game. 

War Gods 

GT interactive 

1-2 




• 

6 

40% 

Completely stupid fighter with crap characters. 

1 Wave Race 64 

Nintendo 

1-2 

• 



• 

1 

83% 

Excellent jet-ski game, but a sloppy PAL conversion lets it down. | 

Wayne Gretzky’s 3-0 Hockey 

GT Interactive 

1-4 

• 



• 

5 

78% 

Good for its time, but now superseded. 

Wayne Gretzky’s 3-D Hockey ’98 

GT Interactive 

1-4 

• 



• 

10 

78% 

Update of the above, but no longer the best around. 

WCWVs NWO World Tour 

THQ 

1-4 

• 

• 


• 

9 

83% 

Good multiplayer game, outdone by WWF Warzone. 

WCWVs NWO Revenge 

THQ 

1-4 


• 


• 

20 

85% 

Update of WCW Vs NWO World Tour; slightly better. 

WCWNitro 

THQ 

1-4 

• 

• 



31 

24% 

Ghastly wrestling game that thankfully won’t appear in the UK. 

Wetrix 

Ocean 

1-2 

• 



• 

16 

85% 

Fantastic water-based puzzle game. 

Wheel Of Fortune 

Gametek 

1-3 


• 



10 

30% 

Pathetic, Jenny Powell-free US version. 

[winBack 

Koei 

1-4 


IT 



34 

88% 

Almost an N64 Metal Gear Solid, but slightly flawed. | 

1 Wipeout 64 

Midway 

1-4 




• 

21 

80% 

Exciting future racer, but struggles with more than two players. ] 

World Cup ’98 

EA Sports 

1-4 

• 



• 

14 

86% 

Yet another update of FIFA. 

1 World Driver Championship 

Midway 

2 




• 

29 

77% 

Disappointing racer that lacks thrills. | 

World Soccer 3 

Konami 

1-4 

• 




9 

86% 

Japanese version of ISS 64. 

1 Worms: Armageddon 

infogrames 

1-4 




• 

33 " ' 

^94%"" 

Simple but fantastically playable invertebrate combat. | 

WCW Mayhem 

EA 

1-4 

• 

• 


• 

34 

74% 

Feeble crack at a wrestling game. 

WWF Attitude 

Acclaim 

1-4 

• 

• 


• 

30 

87% 

Takes Warzone’s place as the best wrestling game. 

WWF Warzone 

Acclaim 

1-4 

• 

• 


• 

17 

86% 

Decent wrestier, now superseded by WWF Attitude. 

WWF Wrestlemania 2000 

THQ 

1-4 

• 

• 


• 

34 

93% 

The N64’s best wrestling game bar none! 

[XG2 

Acclaim 

1-4 

T~ 




20 

70% 

Sequel to Extreme G, but nowhere near as playable. | 

Xena: Warrior Princess 

Titus 

1-4 


• 

• 

• 

34 

85% 

Fast and enjoyable mythological beat-’em-up. 

Yoshi’s Story 

Nintendo 

1 


• 


• 

13 

79% 

Sugar-sweet platformer for kids; far too easy for anyone eise. 



1 Bust-A-Move2 91% 

2 Bust-A-Move 39X90% 

3 Puyo Puyo 

Sun 64 87% 


4 Wetrix 86% 

5 Lode Runner 82% 



STRATECY/ 

SIMUlAnON 

GAMES 



1 Command 
& Conquer 

90% 

2 Premier 


Manager 64 

85% 

3 Blast Corps 

80% 

4 Ogre Battle 64 77% 


5 Pilotwings 76% 






1 Carmageddon 

2 Clayfighter 

3 The Glory Of 
St Andrews 

' 4 Superman 
5 Waialee 
Country Club 
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ISSMiUemIum, Dragon Sword. Hercules, Harvest Moon, Blues Brothers, Tony Hawl^ 
Pm Skater. Mario Party 2, Dalkatana, Hydm Thunder, Battlezone 64 and a shedload more! 


Make sure you don’t miss out on a single issue of the only choice for N64 
gamers by reserving your copy every month at your friendly local newsagent! 


newsagent information 

64 Magazine is published by 
Paragon Publishing Ltd (tel: 
(01202) 299900, fax: (01202) 
299955, http://paragon.co.uk) 
and is available from your 
local wholesaler. 

64 Magazine is distributed by 
Seymour (tel: 01202 200232) 
and is fully SOR. 


ADDRESS 


POSTCODE TEL 

The next issue of 64 Magazine is available from 24 February 


Drac's back! Full ravieiitr of 
Konami's bloodsucking seqiiel! 


Issue 37 of Britain’s fastest-growing consoie mag makes 
triumphant appearance on February 24 - join us! 
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Dead Pool; Reality TV shows full of hideous drunken proles; Sky, | 
for that godawful ‘Skyrocket’ affair during Futurama: the Radio 
Rentals guy, for not taking the tape out of Andy’s video when it 
went for repair (good job it wasn’t porn, eh?); wailing tunes. 
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01279 321 321 

ORDER ONLINE AT UKGAMES.COM 


How lo Order 

By telephone on 01279 321 321 
By fax on 01279 322 322 
By post at Special Reserve, 

P.O. Box 847, Harlow, CM21 9PH 
Free immediate cheque clearance 
By e-mail to Orders@reserve.co.uk 
Online at http://ukgames.com or at any 
of the other Special Resen/e addresses 
Or visit a Special Reserve Club Shop 
Prices include VAT and delivery 
Fast, efficient, accurate despatch 
0% finance option - see below 
Market leader - established 12 years 
Official Sony, Nintendo & Sega supplier 
All genuine UK new boxed product 

Open until 8 pm (5 pm Sun) 

We only supply members but trial membership is just 60 p 




FREE Extra Controller & 
FREE Memory Card 
with every N64 

N64 FIRE PACK . 64.99 

N64, Official 3D Controller & RF lead 
PLUS FREE extra 3D Controller 
PLUS FREE 1 MB memory card 
Available in Standard Grey or add £9.99 for new 
Pink, Green, Purple, Charcoal, Orange or Blue 


+ GOLDENEYE or MARIO 64 .84.98 

OR + D/KONG 64 & HI-RES .109.98 

Available only in_S^a|]d_arci_G_re_y_ 



Sega Dreamcast 

rYO 'Deduct £10 off our 
V I MM MM price of any one item 
A. I bought at W same 

I OCC Pin* time as a Dreamcast. 
l.t;00 2- I U Games from £25.99 




Why have 500,000 people 
joined Special Reserve? 

Just £6.99 gets you into the club 


There is no obligation to buy anything 
Claim a FREE GIFT if you buy any 
one item as you join or renew*. 

Full members (£6.99 UK) receive 
• One Year Family Membership 
9 issues of the Club Magazine 
with Incredible Special Offers 
Free entry to Club Competitions 
Any one of 20 FREE GIFTS* 
Bonus Book of 3500 Cheats 
Bonus Best Internet Guide 
Save just 5 Reddies - and 
choose another FREE gift. 


Choose any gift when you buy any 
one item at the same time as joining 
Special Reserve for one year (£6.99) 

• FREE 3D ANALOGUE CONTROLLER FOR N64 

• FREE PAIR OF 1 MB MEMORY CARDS FOR N64 

• FREE RUMBLE PACK FOR N64 

• FREE SCART LEAD FOR DREAMCAST 

• FREE PAIR OF CONTROLLERS FOR PSX 

• FREE PAIR OF 1 MB MEMORY CARDS FOR PSX 

• FREE SUPER AV SCART LEAD & LINK CABLE FOR PSX 
FREE CASIO DC2000 PERSONAL ORGANISER 
FREE INFLATABLE ARMCHAIR - BLUE. PINK 

OR ORANGE (add £3 carriage for this item) 

FREE SUPER MARIO RADIO ALARM CLOCK 
FREE REMOTE CONTROL CAR & SPORTS WATCH 
FREE 52 CAPACITY CD WALLET (SOFT BLACK) 


• FREE PAIR OF MAD CATZ CONTROLLERS FOR PC 

• FREE AMIGA EMULATOR FOR PC 

• 7 GAMES FREE ON CD FOR PC 
Actua Soccer, Premier Manager 2, Utopia, 

Zool 2, Space Crusade, Retribution 
and Re-loaded 


BONUS 3500 CHEATS BOOK and 
INTERNET GUIDE with EVERY GIFT 



Nobody gives value like Special Reserve - check out these prices 


Special Reserve 
Discount Network 


★BEST BUY* 


★BEST BUY* 


★BEST BUY* 




Only one per address 
For a free magaxine 
go to www.1FREE.co.uk 
or phone 01279 321 321 
or ask in a club shop 


ARMORINES 


TUROK 2 


BODY HARVEST DONKEY KONG 64 + RAM PACK 


N64 Top 100 

All prices include delivery 

200 items DOWN this month. 
Many at below trade price 

(Hi) = Hi-res RAM expansion compatible 


40 WINKS .32.99 

1080 SNOWBOARDING 93% ...26.99 

A BUGS LIFE .30.99 

ARMORINES .33.99 

ASTEROIDS .29.49 

BANJO-KAZOOIE 96% .25.99 

BASS HUNTER .32.99 

BATTLEZONE .32.99 

BIO FREAKS 85% 29.99 

BLAST CORPS 89%.13.99 

BODY HARVEST 93% 9.99 

BUCK BUMBLE .19.99 

CARMAGEDDON (Hi) .35.99 

CASTLEVANIA 90% 34.99 


CASTLEVANIA2 .34.99 

CHARLIE BLASTS CHALLENGE 24.99 
COMMAND AND CONQUER 91% 36.99 

CYBER TIGER .33.99 

DAIKATANA .32.99 

DESTRUCTION DERBY 64 35.99 

DIDDY KONG RACING 97% .. .28.99 

DONKEY KONG 64 WITH HIRES 

RAM EXPANSION PACK .51.99 

DOOM 92% .9.99 

EARTHWORM JIM 3D .37.49 

EPGA GOLF .28.99 

EXTREME CHAMP. WRESTLING 34.99 

EXTREME G 2 88% .19.99 

F-ZERO X 92% 24.99 

FI RACING SIM - MONACO GP 34.99 

FIGHTING FORCE .32.99 

FORMULA 1 WORLD GP 94% ...12.99 
FORMULA 1 WORLD GP 2 91% 33.99 

FORSAKEN 93% .11.99 

GEX64 .13.99 


GEX 3 - DEEP COVER GECKO ...32.99 

GOLDENEYE 98% 26.99 

HOTWHEELS TURBO RACING ...29.99 

HSV ADVENTURE RACING .33.99 

HYBRID HEAVEN .28.99 

JEREMY McGRATH SUPERCROSS 33.99 

JET FORCE GEMINI .39.99 

KNIFE EDGE .19.99 

LEGEND OF ZELDA 98% .37.99 

LEGO RACERS .34.99 

LODE RUNNER.9.99 

MARIO GOLF .36.99 

MARIO KART 64 94% .26.99 

MARIO PARTY 85% .32.99 

MICHAEL OWEN’S SOCCER .. .35.99 
MICRO MACHINES 64 TURBO ...29.99 

MISSION IMPOSSIBLE 92% .27.99 

NBA HANGTIME .9.99 

NBA JAM 2000 33.99 

NBA LIVE 2000 33.99 

NBA PRO 99 29.99 


NEW TETRIS .33.99 

NFL QUARTERBACK CLUB 2000 ...33.99 

NHL PRO 99 38.99 

PERFECT DARK (Hi) .39.99 

PREMIER MANAGER 99 90% ...33.99 

QUAKE 92% 14.99 

QUAKE 2 91% .29.99 

RAINBOW SIX .36.99 

RAYMAN2 .34.99 

READY 2 RUMBLE BOXING .34.99 

RESIDENT EVIL 2 (Hi) .38.99 

RIDGE RACER REVOLVER (Hi) 39.99 

ROAD RASH 64 .32.99 

ROCKET.34.99 

RUGRATS TREASURE HUNT ...32.99 

SHADOWMAN (Hi) 93% 39.99 

SILICON VALLEY 91% 9.99 

SOUTH PARK 92% 39.99 

S. PARK: CHEF’S LUV SHACK (15) 33.99 

SOUTH PARK RALLY .33.99 

STAR WARS: RACER (Hi).39.49 


STAR WARS: ROGUE SQUAD (Hi) 36.49 


STARCRAFT (Hi) .39.99 

STARSHOT: SPACE CIRCUS ... 13.99 

SUPER CROSS .33.99 

SUPER MARIO 64 100% .21.99 

SUPER SMASH BROTHERS.39.99 

TAZMANIAN EXPRESS .32.99 

TONIC TROUBLE .29.99 

TOY STORY 2 .30.99 

TOP GEAR RALLY 2 32.99 

TOP GEAR HYPER BIKE .32.99 

TUROK 2 - SEEDS OF EVIL (Hi). 19.99 

TUROK RAGE WARS .33.99 

TWISTED EDGE SNOWB’DING ...19.99 

V-RALLY 99 90% 15.99 

VIGILANTE 8 - 2ND OFFENCE ...30.99 

WCW MAYHEM .33.99 

WIPEOUT 64 93% 29.99 

WORMS ARMAGEDDON .32.99 

WWF WRESTLEM ANIA 2000 .. .35.99 

XENA WARRIOR PRINCESS ...34.99 


Nintendo 64 Books 

DONKEY KONG 64 PLAYERS GUIDE .9.99 

LEGEND OF ZELDA OFFICIAL STRATEGY GUIDE .10.99 

SHADOWMAN OFFICIAL STRATEGY GUIDE .9.99 

SECRET CODES 2 FOR NINTENDO 64 .7.49 

SPECIAL RESERVE BOOK OF 3500-1- CHEATS .3.99 

WWF ATTITUDE OFFICIAL PLAYERS GUIDE .9.99 

WCW MAYHEM OFFICIAL STRATEGY GUIDE _ _ •^•^99 

iGmEWrccAj^ 

WITH FREE MAINS ADAPTOR 

SAVE£23 

T 1^ Available in 6 Colours 

^ W W ■ W W Games From £12.99 

FIFA 2000 .22.99 

GRAND THEFT AUTO .22.99 

RONALDO V FOOTBALL .18.99 

RUGRATS .21.99 

SUPER MARIO BROS DX .22.99 

WORMS ARMAGEDDON .21.99 

A. WWF WRESTLEMANIA .22.99 

^ ZELDA .21.99 

POKEMON PHENOMENON 

> - Gotta collect 'em all 

« 0 POKEMON BLUE .24.99 

V • ' • POKEMON RED .24.99 

PIKACHU (see right) . ..19.99 . 

X / OFFICIAL GUIDE BOOK ...9.99 
LINK CABLE .5.99 



Nintendo 64 Peripherals 

^ . OFFICIAL NINTENDO 3D CONTROLLER 
• •• WITH FREE 1 MB MEMORY CARD 

Black ...17.99 Blue .17.99 

... Green ...17.99 Clear Purple 17.99 

Red .17.99 Yellow.17.99 

COMPETITION PRO NS64 CONTROLLER 

Colour may vary ... 9.99 

5 fire buttons and view control, auto-fire • ^ * 
and turbo fire with memory card slot. W 

JORDAN GRAND _ 

PRIX RACING WHEEL 
AND PEDALS ...45.99 
, Official Jordan Grand Prix 
steering wheel and pedals set. 
FI racing wheel design, 

^ unique semi-automatic gear 
change, analogue and digital, 
authentic rubber hand grips and built in Double Shock facility. 

TOP DRIVE DOUBLE SHOCK 
WHEEL AND PEDALS ... 49.99 

Programmable buttons. D-shaped wheel, 
stick shift, self centering technology 


TOP DRIVE 3 
RACING 
WHEEL ... 27.99 

Programmable buttons. D-shaped wheel, 
stick shift, self centering technology 







4MB HI-RES RAM EXPANSION PACKS: 
OFFICIAL EXPANSION PACK ... 23.99 
JOYTECH EXPANSION PACK ... 16.99 

Hardware upgrade that provides an all round 
performance boost to your N64. Allows certain 
games to be played in high resolution. Look for 
games marked (Hi) 


INTERACTOR RUMBLE VEST ... 21.99 

Sends vibrations through the vest to give an 
extra dimension to gameplay. Requires 
scart connection. 


ACTION REPLAY ... 34.99 

Cheat cartridge containing hundreds of cheats 
for most N64 games. Fully programmable 
memory allowing enables you to add, store or 
delete cheat codes. 


XPLORER 64 CHEAT CARTRIDGE ... 19.99 

Over 1000 cheats codes preloaded 
for the latest and greatest games. 

OFFICIAL RUMBLEPACK ... 14.99 
JOLTPACK(RUMBLEPAK) ... 7.99 
2 SPEED JOLTPACK + 256K MEM CARD ... 9.99 

Sends vibrations through controller. 

OFFICIAL 256K MEMORY CARD(12 SLOT) .14.99 

1 MB MEMORY CARD (48 SLOT) .4.99 

PAIR OF 1 MB MEMORY CARDS .7.99 

8 MB MEMORY CARD (384 SLOT) .16.99 




Special Reserve Big Club Shops WINACAR.CO.UK - £2 Million prizes Special Reserve Discount Network 




EASY PARKING 
PC UPGRADES 

(£12 to fit any item) 


PC REPAIRS 

(£30 pius parts) 


OPEN TIL 8PM 

(10am to 5pm Sun) 


NOTTINGHAM 0115 949 1000 

164 Derby Road. Stapleford. 

2 miles J25 off M1. Nr Pizza Hut 
SAWBRIDGEWORTH 01279 322399 
The Mailings, Station Road 
Not far from M11 junctions 7 or 8 
UPMINSTER, ESSEX 01708 225544 
209 St Mary’s Lane. 2 miles J29 off M25 


BASILDON, ESSEX 01268 287776 
Festival Leisure Park. 1 mile off A127 
BRISTOL 0117 924 5000 

351 Gloucester Road (A38). Nth of City 
CHELMSFORD. ESSEX 01245 348777 
43 Broomfield Road. Near bus station 
I EGHAM. SURREY 01784 473444 

168 High Street. 1 mile J13 off M25 


UKGAMES.COM Cheapest games, thousands of 

reviews, news, video clips, release dates, charts and special offers. 


UKCHEATS.COM 

UKDREAMCAST.COM 

UKHANDHELDS.COM 

UKPOKEMON.COM 


UKN64.COM 

UKPLAYSTATION.COM 

UKPLAYSTATION2.COM 

ifree.co.uk 


UKCOMPUTING.COM From leads to Pentium CPUs - we 
stock a massive range of PC Upgrades, all at incredible discount prices. 

UKCDROM.COM UKRAM.COM 

UKDVD.COM UKSOFTWARE.COM 

UKPRINTERS.COM MAXXPC.COM 


FREEOLA.COM . The UK's best FREE internet service 
ever - by far. No CD needed. FREE Technical Support, choice of 
800 e-mail addresses e.g. Englandfans.com. Lots more - just log on 

GETDOTTED.COM .Get your Domain Name before it’s too late 

FBFANTASY.COM . It’s free too - our £5000 Football game 

WINACAR.CO.UK . Lots of free competitions and cars to win 






























































































































f NEW ^ 

WITHIH-BUILT 
CHEAT CREATOR 
V. £19.99n.> 


e^teKational 
S PARI^ftHAW WoWd WAY, D 
2206 1 Email: mailorder! 


ITERMATION. 


Unique Keycode system ensures complete 
compatibility and Xplorer 64 can easily be upgraded 
with future updates, ^ " 


Cheat Codes are listed in your favourite magazines 
and on the Xplorer website so there's always new f 
cheat codes available for the latest games^Xplorer, 
can store upto 10,000 codes.Wf^jg 


ite: www.x-plorer.co.ul^^ 
'support@X’Plorer.co.uk 
Sis 0900 77797572^ 
Sff 0130238060^1 


This service shield be used with the agreement of the person responsible for paying the telephone bill. Calls are charged at 50 p per/minute (premium rate). May 
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vigilante 8: 2nd offense • te^f story 2 • nuclear strike • tgr 2 • castlevania 2 • epga golf 




















